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Controls 

NUNCHUCK 

Analog Stick - Moves your 
character around. 

C Button - Look around in first 
person. 

Z Button - Allows for all manner of 
Z targeting, as well as actions such as 
combining bombs and arrows on the 
menu screen. 

REMOTE 

D-Pad - Up on the D-Pad allows 
Link to talk to Midna. If Link is in wolf 
form, he can activate his “sense” 
ability. In Link’s normal form, he can 
assign weapons to the D-Pad, and 
switch them to the B Button at any 
time. 

B Button - Link’s item button. In 
wolf form, this uses the ability that 
allows Link to attack several enemies 
at once. 


A Button - Allows Link to make 
evasive maneuvers while holding Z 
and a direction on the analog stick. 

(A and Z does something different 
altogether, see “swordplay” below) The 
A Button also allows you to put away 
weapons, like the torch to keep it from 
wasting fuel. 

(-) Button - Brings up the item 
menu screen. 

(+) Button - Brings up the 
equipment screen. 

1 Button - Allows you to view your 
map. 

2 Button - Toggles the minimap on 
and off. 

SWORDPLAY 

Horizontal Slash - Swing the 
remote side-to-side. 

Vertical Slash - Swing the remote 
while Z targeting. 

Stab - Stab with the remote while Z 


targeting and holding up on the analog 
stick. 

Jumping attack - Hold Z and press 
A. 

Spin Attack - Swing the nunchuck 
from side to side. 
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Walkthrough 

BEGINNING 

The game begins with a 
conversation with Link’s uncle. His 
uncle wants you to make a delivery to 
Hyrule Castle in a few days. After the 
talk, the Ordon Village rancher Fado 
tells you that he wants you to help him 
herd his goats. 

You’re going to need Epona to do 
this, but Ilia just led her away. Head 
down the path to the left of your house 
and walk north. There’s a spring on 
your right-hand side where Ilia is 
washing Epona. She asks you to play 
“the melody that Epona likes” with 
some horseshoe-shaped reeds that 
are on the ground. 

Note: These reeds can be played to 
call Epona any time she isn’t around. 

Ride Epona south and keep going 
until you pass through town and make 
it to Ordon Ranch. You will need to 
get the goats inside of the barn, so 
just circle around them and run them 
toward the barn. Press A once they’re 
running in the general direction of the 
barn doors and they will usually go in. 
After finishing up, you will be thanked 
and a day will pass. 

You are awakened the next morning 
by a trio of annoying kids named 
Talo, Malo and Beth. Climb down the 
ladders from your room to find them 
talking about a slingshot. Colin is also 
there, who has made you a fishing rod, 
but doesn't have it on him. Head back 
to Ordon Village. 

Once you’re into town, there are 
a whole bunch of problems. You 
need to get a fishing rod from Colin’s 
mother who is pregnant and has lost 
her baby’s basket, the woman named 
Sera at the shop has lost her cat 
and refuses to serve customers, and 
there’s an old man on your left who 
wants to get a beehive out of the tree 
he’s staring at. 

Beehive 

First things first: knocking the 
beehive out of the tree. Walk to your 
right and there’s a guy who calls to 
you. Target him with Z to talk, then 
climb the vines up to him, and on top 
you will find some grass that you can 
pick up. Do so, and blow on the grass 
to call a falcon. The falcon lands on 
your arm, and you can now throw it, 
so aim for the beehive. The falcon 
will hit the hive, which will fall and 
the bees (now homeless, good job) 
fly away. If you talk to the old man, 



he just remarks that he was going to 
do that anyway. More importantly, 15 
rupees await you at the top of the tree, 
and you need 30 to buy the slingshot. 
Climb to the top of the tree using the 
vine next to the remains of the beehive 
and collect. 

Baby’s Basket 

Head back to the reeds that called 
the falcon. This time, jump across 
the roof of the house and a few more 
platforms to a second set of reeds. 

Call the falcon again, and look down 
the river. See that monkey in the 
distance? Throw the falcon at him to 
get the basket that belongs to Colin’s 
mother. Bring the basket back to her, 
and then run to her house to obtain the 
fishing rod. 

Hungry Cat 

Just one more to go. Find the 
shopkeeper’s cat next to the river’s 
dock, (conveniently on the opposite 
side of the town from the shop) and 
fish right next to him. He’s a hungry 
cat, so after you catch your first fish 
and throw it back in the river, he’ll 
start to pay attention to you. Catch a 
second fish and he’ll grab it and run 
back to his house. Make sure you have 
30 rupees before continuing. Search 
tall grass, pick up rocks and throw 
pumpkins out of the pumpkin patches 
if you need to. Head inside the shop 
and buy the slingshot. You will also 
be given a bottle half-full of milk. Milk 
recovers three hearts, so save it for a 
time of need. 

Now return to your house. Your 
uncle will be there, and will let you 


know that he’s left you a present. Kill 
the spider on the ladder with your 
slingshot and go inside your house. 

Of course, you couldn’t possibly be 
handed a wooden sword, he had to 
throw it inside of a treasure chest. 
Head back outside and talk to Talo 
and gang. 

Show them your impressive new 
equipment, and they’ll make you 
practice on targets and scarecrows 
with your sword and slingshot. After 
completing their little games (you have 
to do them), a cutscene will occur and 
you will find yourself chasing the kids 
into the woods. Hop on Epona and 
charge in. 

FARON WOODS 

Charge into the forest on Epona. 
You’ll first see Beth and then Malo, 
neither of whom made it very far. 

Keep galloping north, and you'll come 
to a gate. Jump the gate with Epona 
and ride her until the path splits. 
Dismount Epona and take the left 
path. This leads to a man who gives 
you a lantern. Go back to the split in 
the path, and take the right split, which 
leads into a dark forest. Inside you will 
see a torch you can light. Head up the 
stairs, killing bats and lighting torches 
along the way. Link will pass some 
cobwebs; burn them and keep moving. 
Bats will annoy you the whole way 
through. Just target them and beat 
them with your stick. 

Just before the exit the path splits 
again. Take the right path first to find 
a chest with 10 rupees in it. Now take 
the other path to exit the cave. You 
will find yourself in a large field full 
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of bokoblins, keese and deku babas. 
After crossing the field, you enter a 
smaller field with a locked door to the 
east and a path to the north. Take the 
path to the north, and enter a cave. 

Lay waste to all of the bokoblins inside 
of the cave, and open the treasure 
chest to find a small key. While you are 
here, light the torches on either side of 
the chest to get a heart piece. 

Run back to the field, go to the east 
door and unlock it. Two bokoblins are 
waiting outside of the gate, and a third 
is right inside of the gate, just waiting 
for you to open it. When you enter 
the next area, a shop is on your right. 
He sells red potions that recharge 
life and oil fuel. Be warned! You have 
to manually drop money in the bird’s 
basket. If you buy something from him 
and just try to leave without paying, 
he'll fly at Link’s head and try to peck 
him to death. 

A rock path past the shop leads to 
more bokoblins guarding the cage 
that holds Talo and a monkey. After 
you kill everything in sight, hack the 
cage open with your sword to rescue 
the pair. You will find yourself back in 
town. Your uncle runs to you and chats 
for a few moments. 


JOURNEY TO HYRULE 

Head back to Ordon Ranch, and 
help the rancher corral the stray goats. 
After you do so, it will finally be time 
to leave Ordon Village. However, Ilia 
realizes that Epona is hurt, and wants 
to take her to the stream to fix her up. 
Follow her into the woods. Your path 
will be blocked by the trio of kids. Give 
in and hand them the sword. Head 
into the woods and crawl through the 
tiny hole on your right. It’ll turn left and 
lead you into the pool of water. Colin 
and Ilia will be there with Epona. 

After you transform into the wolf 
and are dragged away, you wake up 
in prison. Dig at your shackles, and 
you will be confronted by a mysterious 
being named Midna. You can attack as 
a wolf just the same way that you can 
attack with Link, so attack the crate 
leading out of your jail cell and then dig 
at the hole. For future reference, you 
can dig at entrances of places to get in 
and out of buildings. 

This is going to be a bit of an 
adventure, so bear with it. You are in 
a sewer system. There are some baby 
shadow monsters, and these guys 
will be able to jump up onto ledges, 
so don’t think that running away from 


them will solve anything. Walk around 
the first hallway and discover your 
senses ability. Talk to the first spirit, 
and open the first sewer grate. You will 
frequently be using Midna’s abilities 
to open sewer grates by pulling the 
chains, so get used to it. 

At one point in the sewers you and 
Midna split up. There is a hole right 
next to the gate on the left side that 
you can crawl in. Walk up the path 
after you crawl in and down a hallway 
that veers to your right, and you will 
meet her on the other side. Open 
another hatch and come to a spot in 
the hallway where the floor is covered 
in spikes. No, do not step on them. 
Unfortunately, Link has limitations 
even in awesome-world, and walking 
on metal spikes isn’t one of his 
abilities. There’s a lever within sight 
of the spikes that can be pulled, and 
it will open doors that raise the water 
level. Now you can swim over the 
spikes. 

When you get to the other side, 
open another grate and search for a 
lever to lower the water level. You’ll 
find three to four more spirits around 
if you use your senses, and shadow 
monster attacks will grow more 
frequent. There are no treasure chests 
or anything special in this dungeon, so 
worry less about exploring and more 
about getting to the other side. 

After you lower the water level you'll 
be able to find a door that leads to 
a round room. The room leads up a 
round staircase with huge gaps in it. 

At the gaps, hit up on the D-pad to get 
Midna to teleport to the next part of 
the staircase, and then Z- target her 
and press A at the same time to jump. 
Occasionally you will have to teleport 
four or five times in a row, when that 
happens, just hold the Z-targeting 
down and repeatedly press A. If you 
don’t do it quickly enough, you’ll fall 
back to the beginning. 

When you reach the top of the 
staircase, you’ll be outside and it 
seems Link and Midna are on the 
rooftop of a large castle. Walk to your 


YOU HAVE TO PAY BY DROPPING MONEY 
IN THE BIRD’S BASKET IF YOU LEAVE 
WITHOUT PAYING, THE BIRD WILL TRY 
TO PECK YOU TO DEATH 
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left then turn right. After you teleport 
multiple times, you’ll be walking along 
the rooftops. It is easy to fall off into 
the void, and if you do, you lose a 
heart and have to start over. Avoid the 
shadow crows as much as possible. 

After a bit of careful walking, you 
come to a part of the roof that is very 
steep and shingled. Take care here 
- its raining and the edge is slippery. 
You’re going to have to fight the crows, 
so avoid using your shadow attack. 
Stay in the middle of the rooftop. When 
you make it to the tower, go in and 
climb to the top. You’ll see a cutscene 
with a familiar face in it. After learning 
about your situation, head back down 
the stairs. After a run-in with the 
guards, Midna drags you outside. After 
another short scene, you’re back in the 
pond outside of Ordon Village. 

THE BLIGHTED VILLAGE 

Head for the village. When Link 
gets outside of his house, he will be 
assaulted again by more baby shadow 
monsters. Take them out, and a 
squirrel will thank you. He will go on to 
tell you that you can talk to the other 
animals in the village, and that you 
should use them to help you proceed. 


Midna demands that you get a sword 
and shield. Go into town, and find two 
townspeople talking. If they see you 
they will scatter. Talk to the dog, and 
he’ll suggest sneaking up on them. Do 
so, and they’ll spill the location of the 
sword and shield. 

Head for the house next to the river 
where the shield lies. When you get 
close, one of the townspeople calls the 
falcon down to attack you. Run off to 
the side, and get help from the cat this 
time. The cat tells you to sneak up on 
her. Jump onto the roof of the nearest 
house, and run straight at the woman 
from behind. She freaks and runs, and 
the falcon swoops down to talk to you. 
The falcon tells you how to summon 
him, and recognizes you as Link even 
when you’re in wolf form. Your first 
chance to howl! Now use Midna to get 
inside of the house with the open door 
and steal the shield. Attack the wall 
twice and the shield will fall off of its 
hangings. 

Head out of the house, and head up 
the hill of the house that has a woman 
and a man standing outside of it. The 
man apparently wants to go back into 
town to look for the kids. Don’t go near 
the woman, she’ll scream and the man 


will return to guard the house. Instead, 
head around the right side of the 
house and talk to the chicken. Walk up 
to the wall and turn on your senses to 
see light shining on part of the ground. 
You will be inside the villager’s house, 
and the sword will be sitting on the 
couch. After getting the sword, head 
north toward Faron Forest. It is time 
to clear the forest and get your human 
form back. 

FARON WOODS TWILIGHT 

After crossing the door, there is a 
short cutscene. Midna keeps your 
items safe for now (since you can’t 
use them), and your journey into the 
darkness begins. Head north and 
you will come to a field infested with 
a trio of shadow monsters. After 
killing two of them, the third brings 
the dead monsters back to life, and 
Midna realizes that more needs to be 
done. If you hold B, Midna will create 
an aura around you that covers any 
hostile creatures in the ring with a 
pink substance, and when you let go 
of the B button, Link rushes and kills 
everything at once. Use this ability to 
kill all of the monsters at once. 

Keep heading north until you find 
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the waterfall. The light spirit of the 
Ordon area comes forth to tell you 
of the plight that Faron Forest is in, 
and gives you the “Vessel of Light,” 
which looks like a string of grapes. 

It seems the energy that keeps the 
world from falling into shadow has 
turned into teardrops, and taken 
the form of invisible bugs that have 
spread themselves throughout the 
forest. Lucky for you, the bugs can be 
seen by turning on your senses. Even 
better, all the locations of the bugs 
are marked on your map with white 
squares. 

Your first set of bugs is northward 
on the path in front of you, so head 
that way. Kill a couple of the plants you 
find, and then search around. A white 
bug will appear - they can shock you, 
so be warned and look out for pink 
electricity. Pounce on the bug and turn 
it into a tear that you can collect. 

Keep running down the path, and 
turn right to find the lantern merchant. 
His house has a bug on the side of 
it. Run into the wall to force the bug 
to drop down. Kill it and take the tear. 
Walk around the other side of his 
house and up a ledge, and Midna will 
call you to jump up to the merchant’s 
house. Enter his house to find another 
tear. 

Go back to the split in the path and 
head north, entering the cave. Make 
sure if you come near a spot on the 
map that has a square that you sense 
and look for more bugs. The cave 
entrance has one or two, and you can 
find more spread out on your path. 
When you reach the split in the cave’s 
path, head left and exit. 

Upon exiting the cave, turn to your 
left and sense again. On the rock wall 
will be two more tears. Again, run into 
the wall to make them fall off, and rush 
them for more dead bugs and that 
sweet blue light that fills the Vessel of 
Light. 

Run northward still, and come to a 
lake of a nasty, purple mist. Running 
into it will cause you to pass out, so 
don't do that. On your left side is a 
dock that extends a little bit into the 
mist. Stand on that, and Midna will ask 
you to call her services again. Here 
comes a long chain of jumps... be fairly 
quick about it, and watch your map 
closely. Don’t miss the bug at one of 
the resting points in your chain jump. 

When you make it to the opposite 
shore, you’ll notice the presence of 
two more bugs. Turn on your senses, 
and look for their shadows in the 


ground. Tricky jerks, they’re trying 
everything to trip you up. Dig to pull 
them out of the ground, wait for the 
pink electricity to subside, and take 
them out. 

Keep going northward to find 
another trio of shadow monsters. 
Remember to kill at least two of 
them with Midna’s B move, and then 
continue onward. Link will arrive at the 
rock path that leads to the hostage site 
of Talo and the monkey from earlier 
in the game. Find the last tears, and 
enjoy the cutscene. 

Run back to the oil merchant, who 
gives you a key to the locked path. Buy 
the bottle from him - it’s 100 rupees, 
but bottles are infinitely useful and 
you’ll use it for the entire game. Unlock 
the gate, head through the cave 
and go to the poisonous lake. Link 
approaches the lake, no longer in wolf 
form and thus no longer able to enjoy 
Midna’s help. Help comes instead in 
the form of monkey, who steals your 
lantern and leads you through the fog. 
Follow him as he uses the lantern to 
disperse the fog. 

Head north, still carving chunks 
out of the monsters infesting the 
Faron. Run past the bird’s shop until 
you reach the hills. A white wolf 
approaches you and turns into what 
looks like a skeleton warrior, who gives 
you your first special ability, Ending 
Blow. Keep going on this path until you 
come to your first dungeon, the Forest 
Temple. Kill the monsters and burn 
the web with your lantern to enter the 
temple. 


FOREST TEMPLE 

Replenish your slingshot stores by 
killing the plants, and move forward 
until you find a monkey trapped in a 
cage. Slice and dice the contraption to 
free the poorfurball. Kill any spiders 
you find with your slingshot, and head 
up the left vine wall to reach a chest 
with a yellow rupee inside of it. Now 
head up the other vine wall. Inside 
you will find a spider, kill it and light all 
of the torches in this room. After they 
are lit, a staircase will appear. Head 
up the stairs to get the dungeon map, 
then walk through the door to the next 
room. 

The bridge in this room falls apart. 
Follow your monkey friend back into 
the previous room and onto the center 
platform. Jump onto the monkey’s 
hands, get across the gap to the 
western door and enter it. Link is now 
in a hallway. Head right and attack 
the bulbous monster. It’s a bomb. 

Place it by the rocks behind it to clear 
them out, and rescue Ooccoo, a 
weird little man who will warp you to 
the beginning of this dungeon if you 
feel you need to. Ooccoo needs to be 
found in every dungeon if you want to 
use him for that dungeon. 

Turn around and go down the other 
direction in this hallway. Let the web 
burning commence, and continue to 
follow the monkey through this room. 
The only door you can enter is the 
northern one, so go through it and 
open the chest for a small key. Exit 
and backtrack until you get to the 
“platformed” room again. Unlock the 
door and go inside. 

You will find a large, round room 
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containing a bridge and stairs that lead 
to a recess where a pillar is set up. At 
the top of that pillar is another monkey 
inside of a cage. Cross the bridge and 
let it collapse, then roll into the pillar 
twice to cause it to fall and break. After 
releasing the second monkey, a few 
monsters will show up. Slice and dice, 
then follow the monkeys up the path. 
Using both monkeys you can cross the 
gap left by the destroyed bridge, and 
go back through the door you entered. 

Move back to the room where you 
lit the four torches and found the map. 
With your second monkey, you can 
move east across the gap and enter 
the door on that side of the room. 

This room has red plant monsters 
that can detach from the ground. Kill 
those, and notice the large red plants 
swelling on the ground. They can 
only be killed with... you guessed it, 
bombs! Search around to find a few 
bomb monsters. Kill them, and throw 
the bombs into the giant red plants 
to kill them. Also, there's a bombable 
pile of rocks if you walk up the ramps. 
Behind the rocks is a door, but ignore 
it for the moment. Instead, walk to your 
right side. There is a vine wall with 
two little spiders on it. Slingshot them, 


jump the gap and climb up to a door. 
Inside is a third trapped monkey, who 
is behind a locked door. A huge plant 
eats the key, and then starts raging. 

Z target the plant’s head and shoot it 
with the slingshot until it dies. Throw 
a bomb into the center plant. After the 
plant is dead, get the key and free the 
monkey. Head back into the previous 
room and enter the door that was 
behind the rock wall. 

Inside this room you will see a 
number of new things. First, run into 
the pole with the chest on top of it. 
Open it to get the key, and then cross 
the bridge. The bridge has monsters 
hiding underneath some of the tiles, so 
walk around them. If you stand on top 
of a tile, they’ll throw you up into the 
air. You don’t have the means to kill 
them just yet, so for right now they just 
have to be ignored. 

Once across the bridge there is an 
incomplete staircase. Light the two 
torches, and the staircase will rise to 
completion. Kill the spider hovering at 
the top of the stairs, and unlock the 
door in this room that leads to another 
monkey. Now it is time to backtrack 
again - you have to head back to the 
four-torch room at the beginning of the 


temple. The monkeys now want you 
to follow them. Head to the room with 
the bridge that was destroyed by the 
monkey with the boomerang. With so 
many monkeys, you can now cross the 
gap to the other side. 

MINI BOSS-MONKEY 

This room is staged with pillars 
all over the place. The monkey will 
jump from pillar to pillar, throwing the 
boomerang at you as enemies pop up 
around you. When the monkey stops 
on a pillar, run into the pillar to knock 
him off. While he’s on the ground, tear 
into him with your sword. If enemies 
are around you also, just use your spin 
attack to throw them off. Rinse and 
repeat until the monkey gives up, and 
you kill the thing that was controlling 
his mind. You get the Gale Boomerang 
for winning the battle. 

Look up at the pillars. There are 
some propellers on top of them, so 
ready your boomerang and lock onto 
them all. Chuck the boomerang at 
them to spin them around enough 
that the door opens. Note that your 
boomerang can change the direction 
that the rotating bridges are facing. 
Back outside, cross the bridge to lead 
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to another captured monkey. Rescue 
him by throwing the boomerang at the 
cage. 

Continue crossing the bridge until 
you’re back inside of the temple. 

Work your way back to the four-torch 
room. Once there, you can hit the 
webs suspending the treasure chest 
and pots to get a few rupees and the 
compass. Head through the western 
door of this room and follow the path. 
There’s a wooden cliff that you can 
reach, get to it and follow it up to a 
chest that is blocked by a large gate. 

In front of the gate are four large 
columns, each with propellers on top 
of them. On the dirt is a “Z,” lock onto 
the torch propellers in that order with 
the boomerang, and release it to open 
the gate. Open the chest, and you 
finally get the big key. 

From this room, enter the northern 
door and keep going straight through 
to the next room after that. Now that 
it is possible for you to manipulate 
bridges, you can cross this room as 
well. Using your boomerang to hit the 
propellers on the bridges, cross to the 
door on the eastern side of this room. 

There be spiders afoot. Kill them. 

On the left side of the room (based on 
the orientation at which you entered 
the room), there’s a hole in the ground 
near the wall covered by a web. Burn 
it with your torch, and fall. Link will 
land on top of a monkey’s cage. Chop 
it open and the monkey will climb the 
vines to get back to the first floor and 
exit. Follow him out of the room. 

This time, go through the northern 
door, and you will see an interesting 
sight. All of the monkeys that you have 


rescued have found their own ledges 
to sit on, which means you can see 
how many you have left to get. Move 
your way to the eastern platform, 
hacking and slashing your way to the 
vine wall. When you get there, shoot 
down the little spiders hanging out on 
the wall, and climb the vines to get to 
another door. Inside are a few plants, 
and a ledge with a rock wall sitting on 
top of it. 

Target the bomb monster first 
and the rock wall second with your 
boomerang. The boomerang will pick 
up the bomb and carry it to the wall, 
blowing it to pieces. Climb onto the 
ledge and clear out a bunch of red 
flowers and monsters, then walk to 
the edge of the ledge. Get another 
bomb with your boomerang, and it will 
carry the bomb to you. Turn around 
and blast open the rock pile to free 
another monkey. Head down, cross 
the bridge and summon another bomb. 
Clear the giant red plant out of your 
way, and open the chest to get a key. 
Head back out to the room with all of 
the monkeys. 

Rotate all of the bridges again so 
you can move through the southern 
door, backtracking yet again. Now 
enter the west door with your sweet 
new key. Head to the back of the room. 
The tile enemies are in here again, 
and they can be flipped over with the 
boomerang. Once they are, kill them 
with your sword. At the back right hand 
side of the room there’s a tile enemy 
blocking your path. Kill it and keep 
moving, fighting your way through 
more spiders. Come to the vine wall 
and kill the spiders on it via slingshot, 


then climb up to the top to find the last 
trapped monkey. The Gale Boomerang 
will take care of the pillars, and once 
you release him backtrack to the room 
where all the monkeys are waiting. 

When you walk in, the monkeys form 
a huge monkey chain that you can use 
to cross the large gap to the boss’s 
door. Make sure your boomerang is 
equipped and enter. 

FOREST TEMPLE BOSS 
- DIABABA 

The boss begins as two Baba plants 
hovering above a pool of water. There 
are bomb monsters lying around the 
place. Lock onto the plants, and pull 
the bombs to you. Run up to the shore 
and the Baba plants will try to eat you. 
Throw the bombs into their mouths. 
After blowing up both plants, they will 
sink into the lake and the true boss will 
emerge. 

At this point, all of the bomb plants 
are gone, but the red-butted baboon 
returns, carrying bombs with him. 
Stand out of the plant’s reach, and use 
your boomerang to lock onto the bomb 
the monkey carries first and then the 
body of the monster. When the bomb 
hits, the plant will fall and expose the 
eye of the plant. Hit it with your sword 
until the Diababa regains control, and 
continue until it is dead. 

As a sidenote, the first time Diababa 
is knocked down, it will spit a purple 
acid at Link in a zigzag pattern. Once 
you defeat the boss, Midna notifies 
Link that he needs to help her find 
the last two Fused Shadow pieces, 
because she needs them. Collect the 
heart piece and get going. 

KAKARIKO VILLAGE 
TWILIGHT 

Now you can leave the Ordon 
province. The mayor of Ordon Village 
tells you to keep a lookout for the kids 
of the village, because apparently they 
were all captured and taken away. 

Head north out of the Village and 
exit out of the path that branches off 
the left side of the map. Once you 
do, you’ll find yourself in Hyrule Field. 
Head northwest until you find the 
border of the Twilight that is covering 
the land. You are asked if you would 
like to enter the Twilight; say yes. 

Once you enter the second plague 
of Twilight, start heading along the 
linear path that leads north to Kakariko 
Village. You’ll meet another shadow 
trio. Kill the three of them. Ahead of 
you will be a gap in the gorge; part of a 
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bridge is missing in front of you. Midna 
asks where you would like to warp, so 
choose the North Faron Woods and 
walk up to the bridge uprooted into 
the ground. Warp it back to the warp 
point that you just made by killing 
the monsters, and the bridge will be 
repaired. Keep heading north on your 
journey to reach Kakariko Village. 

Once in Kakariko Village, approach 
the pond at the far end of town, and 
you are greeted by the second light 
spirit. The spirit is nice enough to 
tell you that the village and Death 
Mountain are all covered in Twilight, 
and that again you must do something 
about it. You are given another Vessel 
of Light, and once again the locations 
of all of the bugs are listed on your 
map. 

Head north to the first house on the 
map that shows some of the bugs. 
Here you will see a mill-like house, and 
Midna will call to you. Jump to the top 
of the house, and find the weak spot 
on the roof. Fall through the ceiling 
of the house, and turn your senses 
on. Watch the cutscene that ensues. 
Since the family cannot see you, grab 
that stick laying on the ground, light it 
with the fire, and light all the torches 
around the wall to open up the cellar. 
They’ll freak out because they can't 
see you, but tough cookies to them. 

Fall into the cellar, make sure your 
sense is on, and go murder bugs. 

When you exit the cellar (using 
Midna to climb the scaffolding), you 
find yourself in a graveyard being 
swarmed by crows. Kill or ignore them, 
and search for bugs digging in the 
ground. You know what to do: stand 


over their shadows, dig them up, and 
take the tear. Run out of the graveyard 
and back into the village once you’ve 
collected them. 

Run to the right on the map, and you 
will find a general store. There is a hill 
to the right of the store, and a space 
you can crawl into to get inside. Enter 
the store and get the next tear. 

Head back out of the store, but this 
time run up the hill that is behind it. 
When you reach the top of the cliff, 
hop across a little ledge to find the 
entrance of the inn. Inside you will 
find a few more tears, one of which 
is hiding inside the fireplace. Light a 
torch to burn the sucker out and win 
yourself another tear. 

Go back outside when all of the 
tears are gone, and look to the 
western side of town. There are a few 
houses in a row, and you need to get 
inside one of them. There are several 
ledges to the left of the westernmost 
house that you can climb. Climb up 
them to get to the roof of the house, 
and cross two roofs to get to a house 
that has a weak ceiling. Fall through 
the roof. Inside is a pushable block 
with a tear hiding inside of it. Collect it 
and exit the house. 

Run to the bomb shop. Pass it to 
find a huge mess of garbage between 
the store and a hill. Climb the boxes 
there, and look at the side of the store, 
there’s a window that you can jump 
through. Do so, and again use your 
sense to collect the tear inside by 
knocking over a dresser. Exit through 
the top of the building using Midna. 
When you do, a bug will be scurrying 
away from you, (smart bug) so give 


chase. It runs inside of a building filled 
with explosives. Get inside, and light 
the fireplace with a torch. When you 
do, a mini cutscene occurs, and Link 
finds himself facing a pile of rubble 
and several dead bugs. Collect the 
tears left from the explosion, and keep 
heading up the cliff by running to your 
right. 

Another building is further up the 
cliff, and there’s a space between dirt 
and wall on one side of the building. 
Dig underneath that space, and find 
yourself inside. Sense and destroy, 
then exit the building. You’re almost 
done. Now you need to head out to 
Death Mountain. Jump off of the ledge 
you’re on, head for the top of the map 
where it splits off, and take the left 
path. 

This path is very linear, so it is nigh 
impossible to get lost or miss a tear 
along the way. As you run down the 
path you will come to ledges you need 
to climb up and steam geysers. When 
your first steam leak arrives, Link 
should be getting close to his first tear 
on Death Mountain. As a note, the 
steam doesn’t do damage, it just can 
be annoying. 

When you collect your tear, look for 
the statue that has a hole in it. Activate 
it, and perform the given howl to have 
the skeleton warrior mark on your map 
where he is going to meet you to give 
out Link’s next ability. The meeting 
place is marked as the Ordon Village 
spring, where you were attacked at the 
beginning of the game. 

Continue onward, and eventually 
you will come to a clearing with more 
shadow monsters. They’re trying to 
be tricky now; one of them is hidden 
behind a wall. Kill him first, then round 
the mini maze and combo kill the other 
two. After killing the beasts, check the 
walls of the cliff on the upper part of 
the map for another bug. Run into the 
wall to make it fall off, kill and collect 
your second-to-last tear. 

Keep running along the path, 
climbing ledges and avoiding more 
steam geysers. Finally you will be 
overlooking a large crater. Jump down 
into the crater, kill the monsters you 
find, and then look around for the 
last tear. After you collect it, you will 
meet the second Light Spirit Eldin and 
another cutscene will commence. 

UP DEATH MOUNTAIN 

After being thanked for being a big, 
brave hero, head back north to Death 
Mountain. Climb the wall, and wait for 
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the Goron to roll at you. Press A at just 
the right time to... get thrown off of the 
cliff. Don’t bother trying again, Link 
gets crushed no matter what. Run 
back into town and a cutscene will 
begin with Renado. 

As you finish talking to him Epona 
storms in, and is being hassled by 
some monsters. Press left and right 
when told to, and after riding around 
for a while it will tell you to press A 
to subdue Epona. Do so, and gain 
control of her again. Now it is time to 
mosey on back to Ordon Village. 

When you get back to Ordon 
Village, ride Epona south until you 
meet the mayor. He calls you over 
and invites you to his house. Follow 
him, and he’ll teach Link the basics 
of sumo wrestling. (Sumo wrestling 
controls are in the minigames 
section.) Beat Bo twice, and after the 
second time he gives you the iron 
boots. It’s about time for a rematch. 
Note: Before leaving town, don’t 
forget to meet the skeleton warrior at 
Ordon’s spring. 

CAPTURE! 

When you return to Kakariko, you 
have to chase down Colin because 
he’s been stolen by a slew of mounted 
ores. Take Epona and now instead of 
heading left to Death Mountain, head 
northeast instead and jump the fence 
to find yourself in the western part of 
Hyrule Field. 

A large group of ores are riding with 
their leader, who has Colin tied to a 
pole. Draw steel and prepare to take 
the ores down. You will have to endure 
flaming arrows and swords while 

chasing the leader, so keep 
cautious while fighting this battle. 

After hitting the lead ore a few times, 
he heads across a bridge. Now you've 
got a bit of jousting to do. 

As the monster charges at you, 
directions are displayed along the 
bottom of the screen. At the last 
second you will have to turn suddenly 
to either the left or right and slash at 
the same time, knocking the ore off of 
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his steed. If the ore hits you instead, 
Link falls off of the bridge and you 
have to start the battle again, but with 
one less heart. 

Following victory, Link will rescue 
Colin and bring him back to town, 
much to the delight of the villagers. 
Head to the shop to buy a Hylian 
Shield, as next you’re going into a 
level filled with lots and lots of fire. 
Stock up, because it is time to scale 
Death Mountain for a second time. 


cutscene. Gor Coron and his flunkies 
are inside, and he’ll challenge you 
to a sumo wrestling contest. Link 
immediately loses. It’s time for round 
two. Put on your iron boots and 
challenge him again. 

Once you beat him, Gor Coron will 
tell you of the troubles that the Gorons 
are facing, and let you into the Goron 
Mines. Make sure you have your 
Hylian shield equipped at this point. 


BACK UP DEATH 
MOUNTAIN 

Climb the wall and don the iron 
boots at the top. A Goron will start 
rolling toward you. Press and hold A 
at the right time, and Link will chuck 
the Goron off the cliff. Continue 
up the path that leads further into 
the mountain, stopping to throw 
the occasional rolling Goron. Link 
will once again arrive at the steam 
geysers. Prepare to run, because 
there’s a spot coming up where tons 
of enemies are shooting at you with 
flaming arrows. 

After passing through the gauntlet, 
and stopping monsters and Gorons 
everywhere, you’ll find the second 
crater area where wolf Link found the 
last tear. Gorons are more plentiful 
here, but now they’ll actually fight you. 
Put up your shield to avoid getting hit 
and fight back. If you have your shield 
attack, use that when they hit you. If 
you don’t, either stab or use your jump 
attack when you can find an opening. 
Either way, after beating a Goron it 
will shell up into a ball, and you can 

stand on its back and be thrown into 
the air. See all those ledges? You’re 
going to have to fight a 

bunch of Gorons to get to the top. 

There’s a point where steam is 
blowing across a ledge close to the 
top of the mountain, and it won’t 
stop blowing. To walk through the 
steam, put on your iron boots and it 
won’t knock you off of the cliff. After 
reaching the top of the mountain, Link 
will enter a cave and face another 


THE GORON MINES (FIRE 
TEMPLE) 

Upon entering the mines, note the 
lava flying around the room. Yeah, 
don’t run into that. 

Head down the path that leads 
from the door to the edge of the lava. 
Platforms will lead across the lava, 
with occasional magma geysers 
flaring into the air. Time your jumps 
to get across and reach the ledge on 
the other side. Cut apart the wooden 
boards that block your path. In the 
metal cage-tunnel look for a switch on 
the left side. Don your iron boots and 
step on the switch to activate it. After 
pressing the switch, take your boots 
off and run up quickly. Pass the lava 
and come to a second switch. Hit that 
switch as well, and move northward. 
Turn around quickly, jump another lava 
spewing gap, and look for a ladder. 
Climb the ladder and turn south (check 
the minimap for directions). 

Keep an eye out for torch slugs. 

They have a tendency to fall from the 
ceiling. Run in a generally southwest 
direction, and hop across a few more 
platforms. Another switch will be 
in front of you, hit it and run north, 
northeast. When you come to the 
door, another switch will be on your 
right. Hit the switch and enter the door 
to reach the second room. 

The path ahead splits. Go left first, 
and kill the lizard men to get the 
small key. Retrace your steps and 
go down the right path. You’ll find 
some platforms that rotate every few 
seconds. Jump across them to the 
locked door. Open it with the key you 


TO WALK THROUGH THE STEAM, PUT ON 
YOUR IRON BOOTS SO YOU WONT GET 
KNOCKED OFF THE CLIFF 
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found and enter. 

Down this hallway you will find 
your first Dodongo. It still faces you 
and breathes fire and its tail is still 
vulnerable. Take it out, hop across 
the platforms suspended in magma 
to reach the north “shore”, and kill 
the enemies you find here. There’s a 
large chain stuck to a section of wall. 
You’re going to have to pull it back to 
be able to move through the hallway 
it is blocking. Turn around and look 
- there are some platforms that lead 
to the opening of this hallway also 
entrenched in lava. Avoid the geysers 
of flame leaping into the air. Pick up 
the chain and pull the wall section 
back, and when it won’t move any 
further, look to the pit of lava. Right 
when the flame geyser is about to 
recede back into the lava, let go of the 
chain and hop across the lava pit to 
reach the hallway. Head down the hall 
and into the door at the opposite end. 

You’ll be in a large room with a 
pool of water. Jump into the pool 
and use your boots to sink below the 
chain fence halfway through the pool. 
There’s a switch on the other side that 
can be stepped on. Do so, and what 
looks like a tractor beam from Star 
Wars will pull Link to the ceiling. The 
boots can stick to walls and ceilings 
that have this material on its surface. 
Walk so that you’re over the floor. Take 
off your iron boots to fall to the floor 
below you, and go through the door. 

In the next room a Goron elder will 
greet you. His name is Gor Amoto, 
and he'll give you a third of the Master 
Key that you need to get into the 
boss room. Search the room to find 
a treasure chest that holds the map 
inside. Climb the ladder and walk 
around the path to the door that leads 
into the upper part of the room you 
just came from. (On the way out, get 
Ooccoo, he’s in a pot up here.) 

Stick to the wall in here. Across the 
wall there’s a ledge to fall on. Unequip 
the iron boots, and enter through this 
door. Hit a switch and get sucked onto 
the ceiling. There’s a piece of heart 
to be found at the northwest corner of 
the room, and a miniature maze that 
can be navigated using the minimap, 
that eventually leads the walkable path 
on the ceiling to the northwest corner 
of the room. This is hard to describe, 
but easy to find. The path ends in 
the western part of the room, when it 
does, drop down and enter the door 
next to you. 

The next room has giant rotating 
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platforms held by cables with magnets 
on the bottom of them. Upon entering 
the room there should be a switch 
right in front of you. Step on it and 
stand underneath the moving platform. 
The platform stops at specific times, 
so find a time that it stops, and let it 
carry you to the northernmost stop 
on the minimap, and fall off. Again, 
the cycle repeats, and more monsters 
are standing around a switch. Search 
for this huddle, take them down and 
activate the second moving platform's 
suction power. Stand underneath 
and let it carry you to the stop that is 
closest to the northern door in this 
room. Fall from the top and enter the 
next room. 

On the left side of the room (on 
the minimap) is a place where 
you can sink with your iron boots. 
Underneath the water’s surface is a 
chest containing a small key. Open the 
treasure chest, then move to the right 
side of the pool. Sink a second time, 
and push the block out of the way. 

You can get behind the linked fence 
and search for the top of the water. 
Upon climbing out of its depths, search 
for another magnet. It will pull you to 
the ceiling again, at which point Link 
will have to walk to the end, fall down 
onto the ledge and mess with another 
switch. The switch activates a blue 
magnetic beam below the ledge, which 
means only one thing... put on the iron 
boots and jump off of the ledge. It’ll 
drag you to the wall, to a path that is 
quite linear. Follow the path to the end, 
and following routine thus far, fall off, 
hit a switch to open the door nearby, 
and enter into the next room. 


This next room is filled with Beamos 
statues. On the right side of the room 
is a magnetic wall that splits at the top 

- the path on the right side leads to a 
piece of heart, while the path on the 
left side leads you to the next ledge 
Link has to fall to. Walk to the end of 
the ledge and look for the rope holding 
a drawbridge up against the wall. Cut 
the rope, drop onto the bridge and the 
door to the next room will be opened. 

Link will find himself in a long 
hallway. As you move our hero through 
the passages, flaming arrows will rain 
down from overhead. Following the 
wooden barricade, there’s a split in the 
path. Run to your right to find a chest 
with a small key inside. Head back to 
the path split and take the opposite 
route, which leads to a locked door. 

This next room is quite linear, 
but there is one special part to it 

- remember the spinning platforms 
from earlier on in the level? They’re 
back again, but this time they’re 
much longer. Lucky for you and your 
boots, there are magnetic patches 
on the platforms themselves. Run to 
each patch and put your boots on. 

The platform will turn around with 
you hanging upside down. Wait until 
the platforms realign themselves 
before donning your normal boots and 
continuing to either the 

next magnetic patch or the ledges 
on the far ends. At the very end of 
this cavern-room, there’s a door that 
leads to another one of the elders, and 
indeed the second piece of the boss 
key. 

There's also a chest in here filled 
with ten rupees. Again, climb the 
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ladder next to 

the elder, wind your way around to 
the door in the back of the room, and 
begin backtracking again. After going 
through the door, look for another 
patch of magnetic material. Walk along 
it to the very end and drop down for 
another chest of rupees and the door 
to the mini boss room. 

MINI BOSS - GORON 

Upon entering this room, you’ll 
immediately find that the platform 
you’re standing on is not stable. The 
Goron, being of considerable weight, 
will make the platform rock back and 
forth. Keep your iron boots ready at 
all times, because at any moment the 
platform may slip to the point where 
Link starts sliding into the lava. 

The Goron will approach you, and 
when he raises his guard, attack his 
stomach. If you take too long he’ll hit 
you and send you flying. After hitting 
him, he'll start rolling around the 

room. This is a good time to put 
on the iron boots, because when he 
comes near, you can press A to stop 
him and throw him into the lava behind 
you. Try to position yourself that when 
he approaches, Link is standing fairly 
close to the edge and the boss is 
rolling from the middle. 

Besides trying to effectively use 
the iron boots and regular footwear, 
this boss isn't too tough. After he gets 
tossed into the lava three separate 
times, you win. Go into the next room. 
You’ll find a chest filled with the Hero’s 
Bow and some arrows. 

Blocking your path to the other half 
of the room is another drawbridge. 
Shoot the rope of the drawbridge with 
your new toy, and cross it to find a 
room of Beamos statues. Shoot the 
eyes of the statues to kill them. Now 
there are pull-able statues in the left 
and right sides of the room. The right 
side of the room contains a chest with 
the compass inside, and the left side 
of the room has a door behind the 
statue. Enter the door to find the last 
elder, who gives you the last piece of 
the boss key. Exit the door back into 
the room with the moveable statues. 
Behind the southern statue on the 
minimap is another door. Enter the 
next room. 

There are platforms that move over 
lava, as well as all sorts of monsters 
blocking your path to the end. The 
first part of the room has a fence that 
is broken by rolling into it. Dodongos 
and torch slugs inhabit the rest of 
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the room. When crossing the lava 
pits via platforms, check the ceilings 
for slugs that may fall on your head. 
Take them down with your bow, and 
hop platforms to get to the other side. 
When you find the locked door, look 
around for a switch on the ground. 

Step on it with your iron boots, and 
be pulled to the ceiling. After a bit of 
walking around you’ll see a switch. 

Fire at it with your bow and the door 
out of this room will open. Walk back 
across the ceiling to just above the 
door, and drop down to enter it. 

The next room has a treasure chest 
to your right filled with 50 rupees, but 
at this point, your wallet is probably full 
anyway. Look for the drawbridge, and 
fire at it with the bow. Then activate 
another switch to stick to the ceiling 
with your boots and walk until the path 
ends just above the bridge. Fall down 
and go through the door. 

In the next room, hit the switch up 
on the ledge above your head with 
the bow, and enter the now-open 
door. Now you’re in another room 
with Beamos statues. Kill them if you 
see fit, but just get to the door at the 
northern end of the room. 

The path in this next area splits, so 
head to your right first. Kill the statue 
and enter the door behind it. Run down 
the path you’re on, and activate the 
switch in front of you. Another crane 
is brought to life. Get yourself stuck 
to the bottom of this crane, and pull 
out your bow. Look for the drawbridge 
nearby, and fire at the rope of the 
bridge. Fall onto the bridge, and enter 
the door that was behind it. 

This final room is just full of 


monsters. Fight your way to the 
drawbridge, moving across the room 
slowly. Shoot the rope holding the 
bridge up, then cross it cutting a path 
through more baddies. At the end of 
the room is the boss door. Make sure 
you’ve got the health needed to take 
on the boss, and enter the door. 

GORON MINES BOSS -FYRUS 

Make sure you have the Hero’s Bow 
equipped and the Iron Boots ready on 
the D-pad. As 

soon as the battle begins, pull out 
your Hero’s Bow and shoot him in the 
jewel on his forehead. He will hold 
his head and run around. Run at him 
and when you are close enough to the 
chains, equip the iron boots and grab a 
chain. Once you are holding the chain, 
tighten it by backing away from Fyrus. 
When he falls, drop the chain with A- 
button, unequip the iron boots, pull out 
your sword, and run toward his head. 
Z-target the jewel on his forehead and 
have at it. 

The only real moves that you need 
to watch out for are an area fire attack 
that the boss throws out at you, as well 
as a sweep he makes with the chain. 
The chain can be avoided by rolling, 
but just hope you aren’t near him when 
he expels fire. 

MELTING THE FROZEN 
CORE 

Midna will warp you all the way back 
to Kakariko Village. After the cutscene 
ends, head to the bomb shop in the 
village, and buy the premium kit of 
bombs plus the bomb bag for 120 
rupees. 
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Call Epona and jump the gate at the 
northern end of town. Cross Hyrule 
Field, heading to the northwestern 
part of the map. When you cross the 
bridge, the bridge will disappear and 
three shadow monsters will fall out 
of the sky. Kill the shadow monsters, 
and ignore the fact that you can’t head 
backward for now. 

Keep running north, and bomb 
the rock wall that blocks your path 
forward. Run down the path to arrive 
at the third section of twilight. Not far 
into the twilight you find a backpack 
lying on the ground. Enter your sense 
mode and learn Ilia’s scent. Put on 
your sense and follow the scent for a 
long way across the map. 

The path will lead to Hyrule Castle 
Town, so follow it into town. Talk to 
the first two spirits that you see, and 
they mention a girl and a Zora child 
being brought into the city. The scent 
will go west to the town square, then 
south and left. Enter the bar. You’ll 
see Ilia and the Zora child, as well as 
several guards and people around the 
bar. Learn a bit about what has been 
going on through the guards, and 
check the map on the table. A spot will 
be marked on your map that leads to 
the center of Lake Hylia, apparently 
something that needs to be checked 
out. 

Forgetting about Ilia momentarily, 
exit the bar and leave the Castle Town 
from the eastern side of the map. 
Continue heading east for a long 
while, and following a split in the path, 
one side of which is blocked, begin 
heading south. You’ll come to a giant 
bridge that crosses the entire expanse 
of the lake below you. Upon walking 
across you can see a large expanse 
of oil covering the bridge, and halfway 
across a jerk fires a flaming arrow onto 
either side of the bridge. With flames 
approaching on both sides, climb 
onto the crate that’s on the edge of 
the bridge, and take a dramatic leap 
from the top of the bridge into the lake 
below you. 

The Zoras will comment on the lack 
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of water in the lake. Find the building 
at the edge of the lakebed, and a 
man is trembling because of a nearby 
monster. Approach the monster and 
he’ll summon down a massive bird. 
He’ll jump on the bird’s back and fly 
around, firing arrows down upon your 
head. Dodge the arrows and wait 
for the bird to swoop down to attack. 
When that happens, move to the 
side and attack the bird directly. After 
several hits the monster falls off of the 
bird. Kill the monster and Midna will 
take control of the bird. The two of 
you will fly off to Zora’s domain. 

Avoid hitting rock walls and ledges, 
as well as the archers firing arrows 
at you in flight. You can press A to 
dash forward momentarily every few 
seconds, so take advantage of that 
when you get about one third of the 
way down the path, and rock from the 
ceiling begins collapsing all around 
you. Say low near the water. Getting 
hit by falling rocks or by running into a 
wall forces you to start all over, so be 
careful. 

When you arrive in Zora’s Domain, 
climb your way up the sides of the 
ledges. This is a fairly straightforward 
climb, just look for places where 
Midna warps you upward and follow 
the paths until you make it to the huge 
mouth of the cavern that is the Zora 
throne room. Inside, you be attacked 
by shadow monsters. Kill them to 
set up another warp, and look down 
to see most of the Zora population 
frozen solid in the ice. Midna, in all 
her genius, comments that having 
something to melt the ice would be 
nice. 

Warp to Death Mountain, and head 
to the giant molten rock that appeared 
earlier in the game. Go up to it and 
have Midna warp it to the warp point 
you just created in Zora’s Domain. 

The rock will fall, melting the ice and 
setting all of their people free. The 
river is running very quickly now, so 
ride it out of the cavern. The spirit 
of the Zora queen stops you, and 
tells you that her son is in danger. 


Of course, if you rescue him she 
will gratefully give you the ability to 
breathe underwater. Agree to help 
her and ride the river all the way back 
down to Lake Hylia. 

HYLIA RIVER TWILIGHT 

After floating all the way 
downstream, you'll find yourself right in 
front of a cave. Enter it to find Lanayru, 
the Light Spirit of this realm, who 
gives you the Vessel of Light to fill. 

This one is far more annoying than the 
previous two tear collections that you 
had to undergo, simply because this 
collection spans the entire length of 
the Lanayru Province of Hyrule, which 
is literally half of Hyrule. 

Exit the cave and run to your right. 
Across the first bridge is a bug. Keep 
going across another bridge, and 
create another warp point by fighting 
more shadow monsters. Run northeast 
to the building on the map, and your 
second tear will be floating in midair. 

Kill and collect, then 

head about as far south as you 
can on the map, jumping ledges until 
you are standing right above it. Use 
your sense and look down to find its 
shadow. Dig it up and kill the bug. 

Now all the way to the western part 
of the map is another dot. The tear is 
on a little island. Swim to the island 
and kill the bug, and then find the 
grass to summon the giant Midna- 
controlled shadow bird. Hop onto it 
and begin the flight upstream to Zora’s 
Domain. 

Along this path are four tears. Kill 
the bugs along the way, and if you 
can’t get all four in your first run- 
through, you can always run into 
the wall to start over. You will land 
in Upper Zora’s River. Talk to the 
spirit guy standing by his house, and 
another bug will appear. After you get 
your ninth tear, run eastward until you 
get to Zora’s Domain. 

Within the waterfall room of the 
domain there are three tears. Two are 
in the middle of the pond, and one is 
on the western part of the map on dry 


WHEN THE ROCK CEILING BEGINS 
COLLAPSING ALL AROUND YOU, MASH 
THE A BUTTON TO DASH THROUGH 
QUICKLY 
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land. Kill the three tears, then use your 
warp to enter the throne room. Once 
inside, look to the side of the room that 
has the bug’s dot and run into the wall 
there. The bug will fall off and try to fly 
around. Use your sense to knock the 
bug off and kill him for another tear. 

Now follow the water’s current all the 
way back to the upper river again, and 
continue down to the southeastern exit 
that leads to Hyrule Field, right next to 
Hyrule Castle. Get out of the river and 
head toward the gate of Hyrule Castle 
from the southern end. Defeat another 
batch of shadow monsters and the 
most useful warp point in the game will 
appear. 

Enter Hyrule Castle Town and run 
back toward the bar. You’ll see the 
location of the bug on your map. After 
killing it, Midna will appear tell you that 
another tear appeared in Lake Hylia. 
Warp back to the lake and swim to the 
middle. Climb onto one of the boards 
floating in the water, and a pink mass 
of electricity will fly into the air. Turn 
on your sense to see one of the most 
bloated, disgusting bugs ever. 

This monster is pretty easy to kill. 
First off, make sure you always have 
Link’s left side next to the water. The 
giant bug will rush at you, so when he 
does jump to your right side. After the 
second time you get rushed, he’ll be 
low enough in the air for you to jump 
on him and repeatedly attack with A. 
After doing this a few times, the bug 
will fall into the water on his back. 

Swim out to his body and stand on 
his stomach. Hold B to open a field 
and target all of his legs at once, then 
attack them all to kill him. If you try to 


kill one leg at a time, they regenerate. 
The bug explodes with a satisfying 
boom and you get the last tear. Collect 
the tear. 

ESCORT THE SICK 
PRINCE 

Leave Lake Hylia by heading to the 
large house in the center of the lake. 
There’s a 

guy there that will fire you out of his 
cannon for 10 rupees, so pay him and 
get shot up to another house in the 
cliffs. Exit the door to qet to Hyrule 
Field. 

Find some horseshoe shaped grass 
to summon Epona, then make your 
way back to Hyrule Castle Town. Go 
back to the bar where you last saw 
Ilia and the sick Zora prince. You now 
have to guard the caravan as it makes 
its way to Kakariko Village. The route 
isn’t all that rough, but it is possible to 
lose if you lose control of the situation. 

We recommend the following item 
setup: Arrows, the Gale Boomerang 
and bombs. All you need to do now 
is follow the caravan as it makes its 
way to the village. The way is going to 
be blocked by ogres riding their pigs, 
crows that attack from the sky and 
bokoblins who will annoy you from 
the ground. Just play it smart, and for 
most of the ride you’re going to want to 
keep your boomerang in the B slot. 

The first thing that you have to do is 
go through another jousting match with 
one of the ogres. He’ll charge at you, 
but this time you get no directions. 

This time, there’s no slicing. 

Instead, get out your bow and fire 
an arrow directly into his body. If you 


hit too far to the left or right from his 
center, the arrow won’t hit him. After 
two shots, he falls off of his steed and 
you get the key to the locked doors on 
Hyrule Field. 

The path leads halfway across 
Hyrule, so the total journey probably 
takes about ten minutes or 

so. The further you get, the rougher 
the ride is. Kill everything around you, 
and get quick with switching arrows for 
your boomerang. You will need to use 
arrows to kill the crows, then switch to 
swordplay to knock the ores off of their 
mounts. If the caravan is set on fire, 
use the boomerang to put it out. 

At two points you will come to 
locked doors. The caravan stops and 
waits while you dismount Epona and 
unlock the door. When you are trying 
to unlock the door that leads into 
Kakariko Village, just keep putting 
out the caravan’s fire and hunt down 
enemies one by one until you’ve got 
enough space to finally dismount and 
unlock the door. 

Now it is finally time to head back 
to Lake Hylia and enter the Riverbed 
Temple. First, go to the bomb shop. If 
you have the new bomb bag, fill it up 
with water bombs, if not, sell all of your 

“normal” bombs and buy a bunch of 
water bomb. Once you’re stocked up, 
ride Epona to the door that leads to the 
cabin in the cliffs and pay 20 rupees 
to fly a chicken down to the lake. Drop 
into the lake, and swim to the dark 
purple spot. Put on your Zora Tunic 
and Iron Boots, sink to the bottom of 
the lake and enter the temple. 

THE RIVERBED TEMPLE 

Swim through the water-filled tunnel, 
avoiding (or killing) clams and jellyfish. 
Just remember, you can’t fight unless 
you’re wearing your iron boots. The 
first room you come to is filled with 
Chus. If you have a spare bottle, kill 
a red Chu and fill your bottle with 
its remains, as their jelly refills eight 
hearts. Jump off of the staircase and 
pull the switch to open the door at the 
end of the room. 

The next room is a large cavern. 

As you walk in, a giant stalactite falls 
from the ceiling and lands on the 
cavern floor. Combine your arrows 
with bombs (pressing Z in the (-) 
menu screen) and shoot the rest of 
the stalactites down to make stepping 
stones. 

Enter the next room, head down 
the hallway and go through the door. 
Walk down the stairs in front of you, 
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and turn right. You will see a ledge on 
your right-hand side with a lever that is 
only a couple of feet in front of it. Jump 
off to grab that lever, then walk up the 
stairs in front of you. On your left side 
is a pot with Ooccoo, just in case you 
feel you need his help. Now go to your 
right again and look for another lever 
off of the ledge. Grab it, and go down 
the stairs and to get the dungeon map 
on your right side. Head through the 
door next to the treasure chest. 

Inside there are two geysers, one 
that gushes up every few seconds, 
and another geyser of water that just 
continuously gushes. Above both of 
them are two more hanging stalactites 
that need to be shot down with your 
bow/bomb combination. Do so, then 
walk to your right into the mini cave 
and then across the ledge. Once 
you're on the middle pile of rocks that’s 
at the center of the room, hop onto the 
geyser that springs upward, and jump 
to the treasure chest. Open it up and 
get a small key. 

Exit this room and climb the stairs. 
Turn left and look for another lever. 
After you pull the lever, don't go down 
the stairs. Instead, keep walking 
toward the left, and look for the locked 


door. Unlock it and go into the next 
room. 

Run to your left side and open the 
treasure chest for five bombs. Turn 
around and look up. Shoot the left 
stalactite down, and use it to reach the 
vines running along the wall. Climb the 
vines and land on the wall. Now turn 
and jump to reach the lever hanging in 
front of you. The door underneath you 
will open; leave it for now. 

Hop down and keep going to see 
a split. On your right side is a rock 
wall, and to your left is a door. Bomb 
the right wall but head through the 
left door instead. You’ll be on top of a 
very large gear, and a lizard monster 
is coming your way. Take him down, 
break open the pots for health if 
needed, and go through the next door. 

There’s a little monster in this room 
that jumps into a big bubble of water. 

It is possible to hurt him using the 
waterbomb-arrow combination - either 
kill or ignore him and unlock the door 
you see on the opposite side of the 
room. 

You’ll find yourself in another room 
with a rock in the middle that you can't 
get to just yet. Instead, look to your 
right, and find a vine that snakes its 


way up the wall next to you. Jump 
to that vine, and climb up it to the 
opposite side of the chasm. Now run 
up the path which leads you quite 
a ways up the cavern and moves in 
a very large circle. There are a few 
monsters here but nothing serious. 

When you reach the top of this 
room, find a ledge you can climb onto, 
and a lever you can jump to. After 
pulling the lever, water will gush down 
the path you just came up, creating a 
waterslide. Jump onto the slide, and 
when you reach the bottom swim to 
the now accessible rock in the middle 
of the room. Climb onto the rock and 
jump for the lever hanging over the 
water. When you pull the lever, a door 
will open that you can’t actually get 
to. However, you have started cycling 
water throughout this whole level, 
and the gears that you saw in the first 
couple of rooms have begun turning. 

Head back to the room where you 
fought the lizard on top of the gears, 
and drop down to the room below you. 
Climb the rocks until you can jump 
onto the circular platforms. There are 
two doors with single ledges that you 
can jump to in this room, and both of 
them are relatively close to each other. 
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Enter the door on the right first. Inside 
there’s a treasure chest with a key 
inside of it. Take the key, exit the door, 
and jump back onto a moving platform. 
This time, enter the left door. 

The path ends in a water tunnel on 
your left. Put on your boots and enter. 
The first time the path splits, there are 
two treasure chests. There’s one on 
your left that’s filled with bombs, and 
one on your right that has 20 rupees 
inside. Keep going down the hallway, 
and you’ll see a coral formation that 
looks like cobwebs with a rock on the 
lower right-hand side. Bomb the rock 
and go through the hole that is left 
behind. You’ll finally surface in a giant 
round room. Go further inside of it, and 
a giant frog jumps down to challenge 
you. 

MINI BOSS - GIANT FROG 

This boss begins by spitting a bunch 
of tadpoles at you. Kill them with 
your spin attack, horizontal swipes, 
or even a bomb or two if you’d like 
to get creative. After you kill off the 
“babies”, it jumps to the ceiling and 
tries to land on you. Just roll in circles 
and move away from the very large, 
very dark shadow that the frog leaves 
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underneath it. After the frog falls, the 
shock from hitting the ground stuns it, 
and its tongue rolls out of its mouth. 
Get as many swipes in on its tongue 
before it recovers and starts spawning 
more tadpoles. Keep cycling through 
this pattern until the boss dies, leaving 
behind a treasure chest. 

The chest contains the clawshot. 
Move to the door with the broken 
staircase, and look up. Hook the red 
switch you see hanging there, and 
the door not only opens, but when 
you drop down you'll be in front of 
the door. Go through the door, cross 
the little room and find yourself back 
in the geyser room. Either hookshot 
your way through this room or climb 
the vines, but reach the door across 
the room that leads back into the main 
rotation room. 

Head to your left and clawshot 
the switch that’s hanging there. The 
staircase will turn, forming another 
waterslide. Ride the slide down, enter 
the door, and walk underneath the 
now rotating wheel. Head through the 
door at the end of the hallway and look 
around the next room. Yes, it is kind 
of ugly. 

Hookshot the red dot above you and 


drop to the ledge underneath it. Turn 
to your left and look to the wall. There 
are some vines that you should aim 
for. Hook those as well, then move to 
your right on the vines and land on the 
ledge. Look above you and again hook 
those vines. Turn around, face the wall 
again, and hook a third set of vines. 
Crawl across the vines to the 

ledge containing the door, and go in 
the door. 

On the left end of the hallway there 
are two geysers. Get out your bow/ 
arrow dual combo again, and shoot 
the stalactite on the right. Ride the 
geyser and jump to grab the ledge in 
front of you. Drop down, kill the couple 
of enemies flitting about, and look up. 
There’s another red switch above the 
door in front of you. Hook the switch 
and get pulled up to the door. Drop 
down and go in. 

Now you can finally kill those bubble 
monsters without bombs. Hookshot 
them to pull the monsters out, then 
stab the monster. On the left side of 
the wall that you face when you walk 
into this room there’s a vine on the 
ceiling that you can hook. Cross the 
wall and drop down, and you’ll see a 
columned room that looks remarkably 
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similar to the room that you were in 
earlier in the temple. Yes, you must 
walk around and around to the top 
again. This time there are broken 
holes in the ramp, so more hooking 
must be done. Be sure that when 
crossing the first hole you look out for 
a geyser rushing up, it can knock you 
down. Once you're at the top of the 
column, there’s a treasure chest that 
you can get to with the clawshot. It 
contains the compass. 

Whether you choose to get the 
compass or not, climb the little ladder 
on the left wall and pull the switch to 
let the water out again. Slide back 
down the now-created water slide, and 
swim to the middle island and once 
again pull the lever. Now, swim to the 
ledge where you came in and hook the 
vines above your head and cross over 
the wall. This time, exit out of the left 
door instead. 

Link will be in a long hallway with a 
pool of water in it. There’s a treasure 
chest at the bottom of the pool filled 
with 20 rupees if you’re interested. 
Head to your right and exit through 
that door. You’ll find yourself on top of 
gears again, and there’s a door to your 
left. Cross the gears to get into that 


door and enter. 

On your left there’s another chest 
filled with rupees. If you open it, 
several Chu Jellies fall from the 
ceiling, which is useful if you have 
an empty bottle and want a free red 
potion. Head toward the right side of 
the hallway when you’re done and look 
up. Hit the switch above you and go 
through the door, then head all the way 
back to the center rotation room. 

You should be on the top floor 
of the room. Now would be a good 
time to hook the switches above the 
chandelier and drop down to get the 
treasure chest on top of it - there’s a 
heart container inside. Now, jump into 
the water below you, and come up 
on the shore opposite direction that 
you came into the room. Move to the 
right and enter the door on the wall. 
The door will be on the bottom floor of 
doors all the way on the right side on 
your minimap. 

We’re almost done here. There’s 
another chasm to cross. Hook the 
empty switch on the first rotating gear, 
and drop down to one of the ledges 
suspended in darkness. Now hook a 
switch on 

the second gear, hopefully avoiding 


the birds while you do, and let the gear 
drop you off as close to the opposite 
door as possible. Use the clawshot to 
get to the other side of the room. Enter 
the door there. Once inside, you’ll be 
in an underwater cavern filled with 
water. Dive in, and swim around the 
wall underwater until you find a bomb- 
able wall. Bomb the wall. If you’re out 
of bombs, there’s an explosive fish just 
waiting for you. 

Swim through the hole in the wall, 
and look for another bomb-able wall 
near the base of the wall you just 
swam through. Put on your iron boots 
and bomb this wall as well. Now you 
can take your boots off and swim 
through this hole in the wall. Swim up 
and to the door that you surface by. 
Head through the door and into a room 
with some monsters and a hole in the 
ground that has a metal seal over it. 
Hookshot the ceiling, and the metal 
latch opens. However, you need to 
be holding onto the switch in order for 
the latch to stay open. So, if you press 
down on the analog stick, Link extends 
the clawshot’s chain and falls down it. 

Once you are below the latch you 
can let go of the clawshot, and you’ll 
find yourself in front of the treasure 
chest that contains the Master Key. 

Use Ooccoo to warp back to the 
beginning of the dungeon (because 
swimming back through the chambers 
and trying to recross that chasm is a 
royal pain) and then make your way 
back to the rotation room. 

Jump into the middle pool of water, 
and then swim to the ledge that is in 
the middle of the water. The door that 
you will find is the door that leads to 
the dungeon boss. Unlock the door 
and head inside. There are two pots 
near the wall, one contains faeries and 
one has three hearts inside. Take what 
you need and drop down the hole. 

WATER TEMPLE BOSS - 
MORPHEEL 

Dive into the water and put on your 
iron boots. The boss emerges, and 
the fight begins. If you get too close to 


PUT ON YOUR IRON BOOTS AND BOMB 
THE WALL, THEN TAKE THEM OFF AND 
SWIM THROUGH THE HOLE 
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Morpheel, he'll throw out his tentacles, 
grab Link and eat him. If he does eat 
you, which may happen a couple of 
times, he will spit you out of his mouth. 
Take off the iron boots at this point, 
otherwise you’ll sink back down into 
his mouth. 

To deal damage, Z target the eyeball 
inside of his tentacle, and then use the 
clawshot to drag it close to you. Swing 
your sword; you will only get one 
hit. After about two or three hits, the 
boss pulls himself out of the sand and 
starts swimming around knocking over 
pillars. Take off your iron boots and 
start chasing the boss. When you get 
close to his head, Z target the eyeball 
and hook it with your clawshot. Start 
stabbing it when you get on top of him 
by pressing A. After a few stabs he'll 
shake you off and keep swimming. If 
you get in front of Morpheel’s mouth 
he will suck you in and do damage. 
After a few hits Morpheel runs into the 
wall and all the water drains out of the 
room. You get a piece of heart and the 
last Fused Shadow. 

MIDNA’S EXPULSION 

After beating the Water Temple 
and collecting your piece of heart and 
Fused Shadow, Zant appears. The 
Light Spirit informs Link that the only 
way to revert his wolf form and to help 
Midna is to try and find Princess Zelda 
as soon as possible. Run across the 
field to the northeastern exit and keep 
working your way around Hyrule until 
you get back to the castle town. Now 
move to the bar, where you get kicked 
out for being an animal. 

Upon getting kicked out, a cat 


named Louis befriends you, and tells 
you to jump through a window he 
opens, saying that there’s a path that 
leads to the castle from there. Push 
the crate by the wall toward the stack 
of crates underneath the window, then 
climb up and go inside. Once there, 
crawl across the ropes that stretch 
near the rafters of the bar. 

Go through the door to find yourself 
in a room with a Poe. Kill the ghost. A 
man is sitting upon a pile of treasure. 
His name is Jovani, and he sold 
his soul for pure greed. The Poes 
across Hyrule hold his soul, and if you 
can release all 20 the curse will be 
dispelled for him. More importantly, he 
opens a treasure chest which leads to 
the sewers underneath Hyrule Castle. 
Drop into the chest. 

A chain hangs on your left side 
against the wall. Z target the chain 
then bite it to open the door next to 
you. There are going to bats and other 
creatures in here, so be on guard. In 
the next room there are a few spiders 
against the back wall. Kill them, then 
pick up one of the sticks lying around, 
light it using the torch next to you and 
burn the web with it. 

Run into the next room, still with the 
lit torch, and light the torches in here. 
Kill the monsters you find, and then 
use one of the sticks to burn the web 
up on the back wall. Enter that tunnel, 
and kill the monsters you find in the 
next room. There’s a depression in 
the floor; dig there to fall into another 
waterway. 

Go down the hallway and kill the two 
rats on your right. This room is circular, 
and has stairs going up around 


the sides of the walls. Parts of the 
staircase are broken, and rope is tied 
to connect staircases. To make it even 
better, monsters wielding clubs and 
fire arrows are there to make things 
very annoying. 

Climb to the very top of the 
staircase. Once you reach the end, 
look for a castle door against the wall. 
Go through the door, and Link will be 
on top of the roof of the castle. There 
aren’t any monsters really, aside from 
a few weak birds. Walk across the 
roof, and you’ll see Zelda’s tower in 
front of you. Drop down and enter 
Zelda’s tower. Once inside, ascend the 
spiral staircase into Zelda’s chambers. 
Another cutscene occurs, and when 
you try to walk away from Hyrule 
Castle, the entire castle will become 
shrouded in a large, brownish-gold 
crystal. 

THE MASTER SWORD 

Warp to Northern Faron Woods. 
Once there, head to the swamp. Run 
to the left and jump through the trees 
with Midna as before. When you land 
on the opposite side, a monkey comes 
tearing through the forest chased by 
monsters. 

Kill the monsters to save the 
monkey, and he will tell you of a very 
pretty grove he found. Run to the right 
and Midna will activate again. Now 
jump across the gaping pits to reach 
the other side, and then there will 
be some rope to cross. Time it right, 
because the logs that are swinging will 
knock you off, and you’ll have to start 
further back than you may want to. 

On the other side of the pit is another 
howling stone statue. After getting the 
location marked on your map, continue 
your journey into the woods. 

Inside you will find a symbol on the 
ground that looks remarkably like the 
Triforce. In wolf form, follow along and 
play Zelda’s Lullaby. A skull kid will 
appear. He basically runs around this 
grove, summoning monsters for you 
to kill, and you have to find him and hit 
him. It is pretty 

easy to find him, you can follow the 
light of his lantern, and you know you 
are getting close because the melody 
he is playing gets louder when you 
get closer to him. Run up to him and 
attack him, and after he gets attacked 
he’ll run off summoning monsters 
again. After being attacked five or 
six times he’ll run to a grove that has 
stumps all over the place. He’ll warp 
from stump to stump every time you 
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hit him, still summoning monsters. If 
you immediately approach the skull kid 
he'll warp to another stump. Wait for 
him to summon a batch of monsters, 
and use the wolf’s spin attack to kill 
several at once, then go for the skull 
kid himself. 

After being hit a few more times, 
he takes off. Run into the next section 
of the grove to see another Triforce 
symbol in the ground. Howl the lullaby 
again, and a little game appears. 
Several floating blocks show up in 
the shape of a heart, with two statues 
standing on blocks. They are relocated 
onto two different spots on the grid, 
and your job is to make sure they wind 
up in their original locations. 

The pattern is: left, down, right, 
right, up, left, up, up, left, down, down, 
right and up. 

After completing the puzzle the 
door will open, so walk inside. In 
here, shining upon its pedestal, is 
the Master Sword. Let the following 
cutscene commence, and take 
advantage of your new ability, turning 
into your wolf form whenever you feel 
like. Warp to the outside of Hyrule 
Castle Town. 

GERUDO DESERT 

Running toward the entrance of 
the castle, the postman will stop you. 
Head to Telma’s Bar (as a human 
of course, don't scare the villagers). 
Talk to everyone inside. There are 
a few people willing to help you with 
your cause. They will point you in the 
direction of a man named Auru who is 
investigating Gerudo Desert. 

Warp to Lake Hylia and turn into 
your human form. Run as far to the 
right as possible and climb until you 
find the large tower in the right-most 
part of the map. Climb to the top of the 
tower to find Auru, who will give you 
a note. Show the note to the guy who 
runs the cannon, who will agree to fire 
you into Gerudo Desert. 

After a short talk with Midna, run 
east until you find a ledge you can 
climb onto by firing your clawshot onto 
the flying device that moves over the 
cliff edges. After climbing up onto the 
cliff, fight another bunch of shadow 
monsters to open another warp point. 
There is also the Eldin Bridge, which 
you can warp back to repair the hole at 
the point north of Kakariko Village. 

Warp back into the desert, and 
head northeast. Run till you meet an 
entire horde of monsters protecting 
a massive wooden gate. Take them 
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all down, and after a large battle get 
on top of one of the massive boars. 

The boars can knock down wooden 
structures of all types, so rush the gate 
to get through and head into the cliffs. 

There’s an enemy camp up here. If 
you have the hawkeye combined with 
your Hero Bow, you can sneak in at 
night and take people out one by one, 
or you can charge in during daylight 
for a full-on throwdown. Fight your way 
toward the most built-up structures 
past the campfire. Along your path of 
nonstop killing you’ll find a guard that 
drops a key. 

This key area is the last corner of 
the camp thus far, and you probably 
saw the locked gate you passed 
on your way here. Turn around and 
backtrack so you can unlock the door. 
Head through the door and you’ll be 
locked in a massive arena. 

There’s a mighty ogre mounted atop 
one of his beasts. Use your sword 
skills to fight him, and before too long 
he’ll start to make the walk of shame, 
before deciding to set fire to the entire 
campground. Hop on top of the boar 
nearest to you, and break through 
every gate toward the dungeon they 
are guarding: home of the Twilight 
Mirror, city of rustic technology, the 
Arbiter’s Grounds. 

ARBITER’S GROUNDS 

As you walk in, notice that stepping 
in the sand will cause you to sink 
slowly. Walking in it is slow, and if 
you sink too low, you’ll black out and 
start back at the beginning of room. 
Sinkholes drag you in automatically, so 
try to avoid contact with sand as much 


as possible. 

Run into the first room and face 
the wall on your right. There’s a red 
grate with a small fire burning behind 
it on the right wall. Grab it with your 
clawshot and drop down onto the 
platform over the sand. Hop to the 
platform in the middle of the sinkhole, 
and than cross to the other side by 
jumping across platforms. There’s a 
closed door that needs to be opened 
here. Turn to your left and face the 
fence. Run around it and on the other 
side sand larvae and skeletons will 
hop out to attack you. Hack away, and 
when they’re dead use the clawshot 
to grab the chain in the sand and pull 
it to you. Pull back on the chain until 
the door at the northern entrance of 
the room opens. Run through the door 
and up the stairs, then turn and look 
to your left side. There’s a wooden 
barricade set up, so hack through the 
door and cross the sand pit to get the 
key in the treasure box. The sand pit is 
filled with locusts. Just keep chugging 
to the other side, and when you get 
onto the stones, use your spin attack 
to throw them off of you. Equip your 
lantern to B, use the key to open the 
northern-most door in this room, and 
proceed to the next room. 

You need your lantern, and now 
you see why. Or can’t see - it’s dark in 
here. Skeletons are aplenty as well, 
so ready your sword for a spin attack. 
At the opposite end of this room is a 
closed door with two unlit torches on 
either side. Light the torches and walk 
through the door. 

We’ll call the room you’re in now 
the “Central Chamber,” because you’ll 
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backtrack through this room quite a 
bit. As you walk in, four lanterns come 
and whisk away the flames from the 
four torches. Of course, you’ll need 
to relight them somehow. After the 
cutscene, immediately turn into wolf 
form and throw on your senses. The 
ghost you see now is still a Poe, but 
this time he looks more like the grim 
reaper. Attack with repeat presses 
of A to kill him, and rip out his soul to 
restore the first lamp. 

At the northern end of the room 
there’s a staircase with the three 
remaining unlit torches, and on either 
side of that staircase you will see 
treasure chests across pits of sand. 
Hop across the platforms to get the 
chests. The chest on the left is a 
heart piece, and the chest on the right 
contains the dungeon map. 

After collecting the chests, turn into 
the wolf and then turn on your wolf 
sense. On the left side of the room is 
a Poe trail that disappears into a patch 
of sand. Dig into the sand to discover 
a chain hiding inside of it. Pull on the 
chain to make a staircase appear 
beside you, go down the stairs and 
open the door to enter the next room. 

There will be a pillar that has a 
portion that you can shove. Turn into 
human Link and shove the pillar. One 
side of the wall will now be exposed 
with a redead behind it. Upon killing 
him take the small key in the chest 
behind the monster. 

Look up to see a patch in the ceiling, 
and another grate you can hook with 
your clawshot. Do so, and enter the 
door on your northern side. Once 
inside, turn into wolf form, and sense 
out the Poe hiding in here. Once you 
kill him, go into the previous room, 
fall back into the hole and push the 
pillar back again. Go through the 
door and into the Central Chamber to 
find the second torch restored. Now, 
go through the west door into the 
room you just came from, and find 
the locked door on the far side of the 
room. Unlock the door and go in. 

Inside you’ll find more sandpits. On 
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your right there are some suspended 
platforms that will get you through 
the sand, but when you try to take 
certain routes, spikes shoot up from 
underneath. Take the right platform 
first, then turn to your left and jump 
on the main platform. Now take the 
left platform instead of the right one, 
and then turn right, left and climb onto 
the other “shore”. Here you will find 
a block that looks like a metal grate. 
Pull it out a little bit, and then push it 
to the east some. You will see another 
opening that is a perfect fit for this 
block, so push it in there. 

Climb up a level that is opposite 
of the creepy, rusted chandelier to 
find another chain. Grab onto the 
chain and pull. As you pull the chain 
backward, the chandelier will rise. 

Keep pulling until it locks, then let go 
and run down the now-opened path. 
Run up a flight of stairs and into a 
room of monsters. After disposing of 
the monsters, find the compass in a 
treasure chest in an opening at the 
northern end of the room. 

Now look around. The pillar in the 
room can turn, so turn it. The western 
and eastern paths will open. Break 
down the barricade blocking the room 
that is west on your minimap, and run 
inside. A treasure chest with a redead 
is in here, kill him and open it up to find 
a small key. 

Open the locked door down the 
eastern path, and enter a long hallway. 
The pots here contain arrows, so if 
you’re low, stock up. Skeletons are 
everywhere as well, so cut them down 
and keep moving. Roughly halfway 
down this twisting hall, there are two 
redeads surrounded by skeletons. 
Clear the path with bomb arrows. 

Behind the second redead is a 
square patch of sand that resembles 
the one in the Central Chamber. 

Turn into wolf Link and dig through 
the sand. Pull on the chain you find 
underneath it. 

The wall to your left will recede. 

Look inside the room you opened and 
turn on your senses. Kill the Poe you 


find inside, and continue running down 
the hallway. At the opposite end is a 
door. Go through it, and hop down the 
ledge you are on. On your right side 
is a chest with a small key. Open it, 
then turn into wolf form if you haven’t 
already. Run up the side of the room, 
toward the locked door at the far end. 
Midna will start grunting, and you’ll 
slow down. Turn on your senses. 

Ghost rats will be crawling all over you. 
Use your spin attack to throw them off, 
and keep running until you reach the 
door. Unlock it and go through. 

You’re on the second floor of the 
Central Chamber, and the third torch is 
lit. Only one 

more to go. 

Jump onto the chandelier in front 
of you, run around the rim and jump 
off the other side. Go through the 
door at the opposite end of the room. 
Run to your left and jump off of the 
small broken staircase to find another 
pushable block. Push it until it falls into 
its groove. If you need a red rupee, 
there’s one in a chest on your left side. 
Climb up the block and pull on the 
chain. The chandelier behind you will 
rise. 

Sand larvae will jump out and try to 
attack you, either kill or ignore them 
while pulling the chain back. Let go 
of the chain when the chandelier is 
at the top and stand in a spot with no 
shadow, so that it falls around you. 
Climb onto the chandelier, and face 
the eastern wall. Jump off the metal 
rim onto the broken staircase, and 
head through this door. 

The next room is round and is 
lined with wooden barricades. Upon 
entering it all the doors are gated. To 
get out of the room, you must kill a 
stalfos. Fight with your sword until he 
crumbles, then drop a bomb on his 
remains to finish him off for good. 

After killing the knight, enter the next 
room. Roll across the sand pit and 
face the torches. These torches have 
to be lit in a specific order to make 
the next room accessible. If you do it 
incorrectly, monsters appear. Take out 


LET GO OF THE CHAIN WHEN THE 
CHANDELEIR IS AT THE TOP AND LET GO 
WHILE STANDING IN A SPOT WITH NO 
SHADOW SO YOU WONT GET CRUSHED 
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your torch and light the middle torch 
right in front of you first, then the torch 
all the way on the right side of the 
room in the corner. A part of the wall 
will recede on the left side of the map. 

In this room is the last Poe. Turn 
on your senses and run up to the 
ghost. When you do, he splits into four 
different parts. You can run through 
the fake ghosts, but if you approach 
the real ghost, they start spinning 
quickly. Wait until the real ghost turns 
purple and prepares to strike before 
making your move. After a couple of 
hits he goes down and you free the 
last soul. 

Run through the door. On your left is 
a grate you can hook. Do so and drop 
down in front of a door that leads back 
into the Central Chamber. 

In the next room is an interesting 
sight. There’s a broken wall in front 
of you and weird shapes carved into 
the floor. To your right is a pit blocking 
passage to a treasure chest. Don’t 
try to reach it just yet. Instead, look 
to your left. There’s another pit with a 
giant pillar rising into the air. The pillar 
has ridges that resemble a screw. Fall 
down into the pit. 

There’s another little wall sticking 


out of the pillar that can be used to 
turn it. This time, turning the pillar 
raises or lowers the floor. Lowering the 
platform will lead you to a locked door, 
so ignore that for right now. 

Instead, push on the wall 
counterclockwise twice to move the 
floor up two levels, and now the floor 
will be level with two openings. The 
right side has a treasure chest that 
isn’t accessible because of spikes. 

So, run through the other opening and 
arrive at the chest anyway. Inside is a 
small key. Head back out of this room 
and turn the wall clockwise three times 
to find a locked door. Unlock it and 
enter. 

Switch to wolf form, because ghost 
rats are everywhere and will try to 
slow you down. There is a redead in 
the opposite left corner of the room. 
Sand pits are everywhere, and spikes 
come out of the floor in patterns. 

Run left over a sand pit and then 
move forward in the room until you’re 
stopped by spikes. Run all the way to 
the right wall and then forward again 
until you get to the end of the room. In 
front of you should be a chain. Pull it 
out, run backward a bit and turn right. 
Run to the left wall, around the spikes 


and to the doorway. 

You’re in a long hallway with sand 
pits everywhere. This hallway is 
nothing special, and you’ll see more 
like them in time. For now, just cross 
to the other end and open the door. If 
you’re 

interested, there’s a pot with Ooccoo 
at the far end of this hallway. 

The next room contains a giant 
machine with spinning spikes. You can 
only run clockwise through this room, 
so do so, and run past the first sealed 
door to the area opposite of you. In 
that room are three Stalfos. Kill and 
bomb them, then head back to the 
round room and through the opening. 
You’ll be in a hallway that slopes 
upward, with plenty of sand rolling 
downward and locusts that try to drag 
you down. Wolf Link has more success 
here because the locusts have a hard 
time of grabbing onto him. When you 
make it to the top, jump the pit on your 
right and enter the door. 

MINI BOSS - LICH 

Slice the vines wrapped around the 
sword in the middle of the room. Turn 
into wolf Link. Wait until the monster 
attacks you, and jump to the left or 
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right to avoid it. After his sword gets 
stuck in the ground, the boss will 
be vulnerable. Attack him, and he’ll 
become visible. Turn back into human 
Link. Now the boss will float in the air 
and occasionally fire purple blasts 
at you. If you wait for the blasts they 
can be reflected with Shield Attack. 
However, to make the battle go much 
more quickly, pull out your bow and 
shoot him. He’ll start flying around 
you very fast. Pull out your sword. 
When he slows down, Z target him 
and attack. Hit him and he’ll fall to the 
ground, then let loose all manner of 
jumping strikes and spin attacks. 

After a few hits the boss will begin 
flying in the air again. Repeat your 
strategy, and after knocking him out of 
the air several times, he’ll die. There is 
a small chance that he’ll turn invisible 
again. If he does, just switch to wolf 
form and pretend like you’re starting 
the battle from the beginning. 

After beating the boss, run to the 
back of the room and get the spinner. 
Equip it and turn around. A ridged 
track runs to your left and right. Press 
B to get on the spinner, then run into 
the track and let it carry you back to 
the beginning of the room. Press B to 
jump off and go through the door. 

Look to your left, and there’s another 
track. Get on the track. When you see 
a track on your right, press B to jump 
to it. The track lining the right wall 
will take you to the door above the 
previously impassable pit of sand. 

In the next room you’ll see lots of 
tracks. Ride walls until you reach the 
far end of the room where a track 
leads up out of the sand. Ride the 
track and don’t jump off, just let it 
carry you. It will throw you onto a red 
floor with a giant swinging trap above 
you. Get off the spinner and run to 
your right. There’s a piece of heart in 
the chest up the ramp. Right next to 
the chest is another track. Ride the 
track clockwise, making sure that the 
swinging trap doesn’t hit you. Ride 
until it throws you off of it, and hold 
forward on the analog stick to clear the 
fence. Ride this next track and let it 
carry you upward. When it throws you 
off, ride it until you see a ramp sloping 
upward. Get off your spinner until you 
reach more tracks. 

There are tons of spin traps 
connected to the tracks here, so when 
they get close hit B to jump to the 
other track. If you aren’t paying close 
attention it’s easy to be knocked off. 
Ride these dual tracks to the door 
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at the opposite end of the room. Go 
inside and open the chest for the boss 
key. Cross the pit using your spinner, 
and you’ll find a hole that’s shaped just 
like a spinner. 

Turn your spinner on and navigate to 
its hole. Fall in, and repeatedly press 
B to open the wall in front of you. Ride 
up the track on the left side of this 
circular room, and right before you get 
to the top, jump off and land on top 
of the pillar in the middle of the room. 
There is another indentation shaped 
like the spinner on the floor. Sink into 
it and repeatedly press B to make 
another large track rise. 

Ride the track to the top of this 
room. Hop off your spinner, unlock the 
door, and walk into the boss room. 

ARBITER’S GROUNDS BOSS 
-STALLORD 

This boss is nothing short of epic. 
Use of the spinner is going to be a 
must, so have that equipped. 

You’re in large, round room with 
spinner tracks running along the edge 
of the room. When the boss appears, 
immediately head to the tracks and clip 
onto them with your spinner. Beware 
of the spin traps that move around 
the room. When you see one coming, 
dislodge yourself from the track and 
either reconnect or attack the boss. 

Your target is the base of the boss’s 
skull. Ram the spinner into his spine 
by jumping a moment before you crash 
into the bone. Your spinner will lose 
momentum if you don’t spend time 
riding the track, so if it is clear that you 
won’t reach his spine, retreat to the 
wall and prepare to move in a second 


time. 

After three hits, his head takes flight 
and he pitches a fit and raises the 
ground in the middle, creating a much 
larger arena. Now there are several 
sets of tracks: a spiral track that moves 
up the middle of the room, and many 
layers of horizontal track that line the 
outside wall. It is impossible to gain 
height by staying on the track around 
the outside wall. Use the middle track 
to gain height, but watch for spin traps 
moving down the track. When they get 
near you, use B to jump to the other 
track, then quickly jump back. Before 
long Stallord’s floating skull appears 
before you. He’ll fire a couple of 
fireballs, so jump tracks when he does. 
After a couple of shots, he’ll float right 
next to you and point his face at the 
wall to shoot at you. Jump at him, and 
use the spinner to deal damage. You’ll 
fall back down to the ground after 
hitting him. 

Start up the spinner and repeat 
the process. After a few hits, Stallord 
finally goes down. 

ZORA’S MONSTER 

Warp to Hyrule Castle Town and go 
back to Telma’s Bar. The adventurers 
will mark the location of Ashei on your 
map. Ashei is exploring the mountain 
outside of Zora’s Domain, which has 
apparently been the cause of the 
recent cold spells in that area. 

Warp to Zora’s Domain, and jump 
down the waterfall. Follow the mark on 
your map, and look for the bombable 
wall on the side of the pond’s bank. 

Run up the path and into a blizzard. 
Ashei is there, and he’ll say that as of 
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present, there’s no way to get through 
the blizzard. He’ll also give you a 
sketch of a monster that has been 
plaguing the Zoras. 

Run back into the tunnel, and show 
the sketch to the guards. They tell you 
that the fish the monster is holding 
is a Reekfish, a fish that only prince 
Ralis was ever able to catch. Warp to 
Kakariko Village and go the graveyard. 
Crawl into the hole and talk to the 
prince, who will give you the Coral 
Earring. Tied to the end of your fishing 
pole it can be used to catch Reekfish. 

Warp back to Zora’s domain and 
stand on the bank nearest to the giant 
rock at the bottom of the waterfall. 

Cast and be patient, these fish take a 
little while to catch. When you do catch 
one, throw the fish onto the ground, 
transform into your wolf form, and pick 
up the reekfish scent. Run back to 
where Ashei was, and transform into 
the wolf. 

Follow the scent onto the mountain. 
Along the way you’ll be attacked 
by crows and white wolfos - just be 
patient and continue to follow the sent. 
The first cliff you come to has a path 
behind it. Run around to the backside 
to find stairs. After that, you find an 
impassable wall. Run into it to make 
a bunch of snow fall. Climb up the 
snow to get on top of the ledge and 
keep going. The scent will suddenly 
disappear underground, so sense 
out a hole, dig into it, and enter. Turn 
into your human form to navigate this 
dungeon and avoid the ice blocks. 

When you’re out of the cavern, 
keep your senses on. Before too long 
you’ll run into a bunch of shadow 
monsters. Make your warp point up 
here, and keep going to find the Yeti 
himself. Transform into human form, 
and approach him. He’ll ask you a 
couple of questions. Just keep saying 
yes, and he’ll show you how to make 
a snowboard. Do so, hop onto the ice 
block and follow him down the hill. 

You’ll have to cross chasms 
and kill monsters with your sword 
simultaneously. When you finally make 
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it to the bottom of the hill, you find 
the mansion that the snow monster 
calls home. Walk up the stairs and go 
inside. 

SNOWPEAK RUINS 

The first thing you see is a Poe 
floating in front of you. Transform into 
wolf form and take his soul, then enter 
the northern door. 

Inside is the Yeti’s wife. She gives 
you the dungeon map, and tells you 
to talk to her husband. Go through the 
left door, which is the only open door. 
Her husband is stirring a giant bowl of 
soup. If you have any empty bottles, 
fill them up, but keep in mind that this 
soup will only refill two hearts right 
now. Ooccoo is hiding in a pot in here, 
so bust him out. When you’re done, 
head through the northern door. 

There’s a simple puzzle in here 
that will get a little more complicated 
later. You have to deal with frozen 
blocks that can’t be moved, the 
switch you would like to take care 
of, and moveable blocks. Push the 
two moveable blocks until you have 
them on either side of the switch in 
the middle of the room, then push the 
block on the right left and down. 

After completing the puzzle, the 
door to the next room will open. In the 
next room, turn into your wolf form and 
look for a spot that you can dig next 
to the wall. After you dig you’ll be in 
a small, snowy courtyard, filled with 
white wolfos. 

Note: In places like this courtyard, 
walking around as human Link is 
disadvantageous, because not only is 
it harder to fight the wolfos in human 
form, but Link sinks in the snow 
making it difficult to walk. 

Kill the wolfos. However, as a 
general rule for this dungeon, ignore 
the majority of the enemies you 
encounter. This dungeon requires 
going through many rooms multiple 
times, and monsters like white wolfos 
and freezards respawn constantly, 
so it isn’t worth it to kill them. If you’re 
maxed out on rupees, ignore the 20 


rupee chest sitting out in the open. 
Instead, search for the chest half- 
buried in the snow. Dig it out, and get 
a small key. Open the door on the left 
side of the minimap. 

Run to the northern locked door. 
Open it with the small key you found 
and enter. 

There are three freezards are 
patrolling the ice. After killing them, the 
door to the next room opens. Enter it. 

As you approach the chest, two ice 
lancers pop out of the ground. They 
aren’t hard to kill. Enter the jail cell that 
the Lancers were protecting to find the 
Ordon Pumpkin. 

Retrace your steps to the third room, 
and offer to add the wonderful taste 
of pumpkin to the soup the Yeti is 
cooking up. He’ll make a “Good Soup,” 
which will replenish four hearts when 
bottled and eaten. Head back to the 
Yeti’s wife, and she'll offer what she 
thinks is the correct location of the 
mirror shard. She’ll open another door 
at the northern end of this room. 

This door leads to another end 
of the courtyard with more Wolfos. 
There is a giant ice monster blocking 
a doorway. Follow the right wall until 
you come to a window that you can 
climb through. On the other side is a 
doorway, open the door and enter the 
next room. 

When you walk in you’ll see a 
cannonball laying on the floor. Pick 
it up and avoid the freezards on the 
ice. There are also huge ice walls 
to avoid - running into any of these 
will momentarily freeze you and take 
away a piece of heart. Make your way 
around the room until you come to a 
cannon. Point the cannon so that it’s 
facing to the left on your minimap, 
and put the cannonball in the back. 
Drop a bomb in behind it, and the 
ball will launch, clearing out all of the 
ice in its path. At the end of the path 
is a treasure chest containing a few 
bombs. Grab the cannonball and drop 
it back in the cannon, and this time 
point it south. Fire the cannonball 
a second time to reveal another 


IN SOME PLACES, HUMAN LINK IS AT A 
DISADVANTAGE BECAUSE MOVING IN 
SNOW AND FITGHING THE WOLFOS ARE 
MUCH HARDER 
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doorway. 

Enter the doorway to find a room 
full of wooden beams. The beam are 
inhabited by freeztards, so use your 
clawshot to clear them out of the way. 
Make your way to the treasure chest 
at the other end of the room to get the 
compass. 

With the compass in hand, retrace 
your steps back to the courtyard, and 
find the area containing a treasure 
chest symbol in the northeastern part 
of your minimap. With your senses on, 
dig up the treasure chest buried in the 
snow. 

The chest will contain a small key. 
Get the key and unlock the door 
with iron bars on the east side of 
the courtyard. Behind it are a few 
cannonballs. Load one of them onto 
the arm that transfers the cannonballs 
between rooms. Go back to the 
courtyard, take the cannonball to the 
cannon and point it at the ice monster. 
Fire the cannon, killing the monster 
and leaving some freezards behind. 
Enter the door to the miniboss’s room. 

MINI BOSS - BALL AND CHAIN 
KNIGHT 

Run to the end of the room to initiate 
the fight, and turn to meet your enemy. 
The knight’s weak spot is his tail. The 
ceiling can be grabbed anywhere with 
the cawshot, so if he backs you into 
a corner, use the clawshot to steer 
yourself away from trouble. He’ll slowly 
swing the chain, and when it’s up to 
speed, he'll toss the hunk of iron at 
you. Try to attach your clawshot to 
the ceiling at the same time he throws 
the ball at you. When he throws it, 


swing around to his backside as 
quickly as possible and attack his tail. 
After several assaults he goes down, 
leaving you the Ball and Chain as a 
reward. 

Head through the northern door 
and use the Ball and Chain to break 
down the ice wall and reveal a chest. 
Once again the Yeti’s wife got it wrong, 
instead of what you’re really looking 
for, you find Ordon Cheese. 

Bring the cheese back to the Yeti, 
and he’ll make some Superb Soup for 
you, which is actually worth dipping 
your bottle into. This soup replenishes 
eight hearts per drink. Go back into 
the adjacent room, talk to the Yeti’s 
wife, and she'll open the door on the 
eastern end of the room, pointing 
out a place on the second floor that 
she’s pretty sure contains a part of the 
Twilight Mirror. 

Enter the room and find yourself on 
a path that spirals upward, and wraps 
around two cages, both containing 
ice giants spraying their icy breath 
everywhere. Kill the giants through 
the holes in their cages with your new 
weapon, and blast apart the large wall 
of ice on your right. Keep going to the 
top of the room, and through the door. 

There’s an ice lancer in here - kill 
him and break apart the ice block next 
to him that's covering a mark for your 
clawshot. Run back to the door and 
face the massive square chandelier 
hanging from the ceiling. Use your 
Ball and Chain to hit the chandelier 
so it moves back and forth, then jump 
across the pit using the swinging 
platform to get the small key on the 
other side. Now you can use your 


clawshot to get back to the previous 
platform. Retrace your steps to the 
previous room and enter the locked 
door on the left side of the room. 

In the next room, destroy another 
block of ice to create a clawshot target 
that connects the first floor with this 
one. Hit the square platform to reach 
other door at the opposite end of this 
room. 

The next room is filled with ice 
blocks and freezards. Fight your way 
to the northern end of the room and go 
through the door. 

The next room is actually the puzzle 
room you were in before. Drop down to 
the ice “rink” and use your flail to bust 
the ice on the third block in the corner, 
as well as the ice block covering the 
middle switch. 

You want to get a block on top of 
the switch in the middle of the ice 
to open the closed door. Push the 
block at the southernmost end of the 
room up to the top, then the block at 
the northernmost end of the room 
down and to the left. Push that same 
block up so that it rests just above the 
switch, and just below the first block 
you moved. Push the upper block 
around it and onto the switch. 

Now that the middle switch is 
covered, push the other block right, 
down, left and then down to make sure 
that both switches are pressed down. 

After this puzzle is completed, climb 
the boxes to get back to the second 
floor, and enter the door on the right 
side of the room that is now opened. 

Head down the winding path, 
ignoring monsters you meet along the 
way. At the very end of the path, look 
around to see a clawshot mark that 
leads you to a door on the western 
side of the map. 

Go through the door and into the 
next room. Hit the ice block on the side 
of the room covering another clawshot 
mark, then cross the chandeliers using 
the Ball and Chain. At the southern 
end you’ll find a chest with a small key. 
The door that this unlocks will take 
a bit of backtracking to find. Exit the 
door on the side of the room that you 
found the key, and recross the block 
puzzle room. You’re heading back to 
the room that served as an ice skating 
“rink” with freezards floating on the 
surface, because there’s a locked door 
at its northeastern end. 

Head through this locked door and 
find two more ice giants. Break them 
to pieces with the Ball and Chain, 
and look for the moveable boxes at 
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the right side of the room. Push them 
down and drop down to the path that 
they fall into. Keep following the path 
as it moves downward. 

In this next room there’s another 
block you can push downward to 
create another shortcut, do so, and 
look for three cannonballs lying on 
the ground. Pick them up and there’s 
another slot on the wall next to a door. 
Drop a cannonball into the slot and 
pull the lever so that it rolls to the next 
room, then head through the door and 
pick it up. 

Run up the path in front of you, 
and you’ll see a cannon near the top. 
Turn the cannon so it’s facing west 
on your minimap, then drop the ball in 
and a bomb to fire it. After doing this, 
scramble up the blocks and to the 
area that you fired your cannonball 
toward. Pick it up, put it in the slot in 
the wall, and go through the door to 
the next room. 

Take the cannonball out of the 
slot again, and turn the cannon that 
is in front of you so it’s facing the 
ice giant blocking the ladder in the 
northeastern corner of the room. Kill 
it with the cannonball, then follow the 
path that leads to the ladder. Turn 
around, follow the right wall, and 
drop into the pit with the cannonballs. 
Climb up the ladder to where the giant 
used to be. 

There is a door on your right side. 
Enter the door to find yourself in a 
sort of church. After crossing to the 
far side of the room, ice lancers start 
appearing all around you. Great Spin 
them into oblivion, or simply stand at 
one end of the room and take them 


out one by one. After the fight you’re 
awarded with the boss (bedroom) 
key. After you exit the church, the 
Yeti’s wife is standing outside the door 
waiting for you. 

She’s feeling much better thanks to 
the soup (if you’re low on health, you 
may want to get some), and would like 
to show her thanks and forgiveness 
by personally escorting you to her 
bedroom where she keeps the second 
mirror shard. 

Follow her up the path to the 
bedroom, unlock the door and enter 
the boss chamber. 

SNOWPEAK RUINS BOSS - 
BLIZZETA 

Blizzeta begins the battle by 
encasing herself in a large block of 
ice. Pull out the Ball and Chain and 
hit the ice block with it. She’ll bounce 
around the room like an oversized 
Freezie. It’s pretty easy to hit her 
because she’s such a large target. At 
random points in the battle she expels 
Freezies from her block, but if you 
hit her with the Ball and Chain they 
disappear. 

After taking several hits from your 
mace, she’ll cover herself in a large 
coffin of ice and rise into the air, 
summoning very large icicles as she 
flies. She attacks in a pattern. First 
she will drop all of the icicles in a 
line, so just run or roll away from her. 
You can destroy the icicles with your 
mace, so get rid of them with any 
spare moments that you have. The 
icicles will be pulled back into the air, 
and Blizzeta will now drop them in a 
ring around you. When she does this, 


roll out of the way and immediately 
turn around. When her coffin falls 
to the center of the ring, pull out the 
Ball and Chain and swing it at her ice 
block. Repeat this three times and 
the ice coffin will break, and you’ll be 
rewarded with the second mirror piece 
and another heart container. 

BACK INTO THE SACRED 
GROVE 

After you collect the second mirror 
shard, warp to Hyrule Castle. As 
you run inside you’ll, get some mail 
from the already lonely couple of 
abominable lovers. 

Go to the bar, and find out that your 
uncle is going to help you out. Warp to 
the northern Faron Woods. Transform 
back into human Link and run to 
the spot where, as a wolf, Midna 
teleported you to the Sacred Grove 
while you were hunting for the Master 
Sword. Your uncle is standing there, 
this time with a golden cucco. 

Pick up the cucco and look down 
the chasm your uncle is staring into. 

In front of you and on your left is a 
platform coming out of the side of a 
tree. Float to that platform, and look 
to your left again. There is a second 
platform to float to. After getting there, 
look to the right side and see another 
ledge. Use your golden friend to float 
to there, and continue the journey to 
the Sacred Grove using the cucco 
instead of Link’s wolf form. 

When you enter the Sacred Grove, 
your friend the Skull Kid will come 
back to haunt and annoy you. He calls 
out more zombies and disappears 
into the depths of the forest, yet 
again. Conform to the same game 
as before - follow his light, listen for 
the sound of his horn, and chase him 
through the woods until he stops at 
a specific grove and draws out the 
battle in a single clearing. After you hit 
him a few times, he opens up a new 
passageway. 

Run into the new area, moving a 
block to enter the caves below you. 
There’s another pedestal, so put your 
sword inside of it and pull it out to 
make a statue disappear. You’ll also 
create another warp by fighting five, 
instead of three, shadow monsters. 
After the fight climb up the cliffs 
opposite to where you came in, and 
there’s an open passage in front of a 
door. 

Open the door, and enter the black 
and white void to find yourself in the 
ancient Temple of Time. Run straight 
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forward to find another pedestal. Stick 
your sword in to create a shimmering 
stairway that leads into the stained 
glass window. Walk through the 
window to enter the next dungeon. 

THE TEMPLE OF TIME 

This is an eight floor dungeon, and 
you just need to head to the top once 
and then back to the bottom floor a 
second time. On the seventh floor 
you'll find the boss key, the miniboss, 
dungeon item and a statue that you 
have to bring to the first floor. 

Walk into the first room and the 
missing statue will be brought up by 
Midna. If you turn on your wolf sense, 
you can even see where the statue 
ought to be. 

In human form, look on either side 
of the miniature balcony at the far end 
of the room. On one block is a switch, 
and on the other is a pot with a hole 
in it. Pick up the pot and put it on the 
switch, which raises a platform on the 
opposite side of the room. Climb up 
the platform and head up the stairs 
to find Ooccoo. Keep going until you 
find two unlit torches. Light the torches 
to cause a chest with a small key to 
appear. Take the key and unlock the 
only locked door in this room at the top 
of the staircase. 

Place a pot on the switch in this 
room to open the gate in front of you. 
Hitting the giant bells with your Ball 
and Chain will release a fairy, so refill 
your health or bottles if you need 
to. There’s also a chest next to the 
entrance that has some arrows in it. 
Continue down the path until you’re 
blocked again. Another brief fight 
will commence. After the battle look 
around. Up on a ledge there’s a switch. 
Hit it with your arrows, and the wall 
blocking your path will move out of the 
way. 

The landing at the top of the stairs 
is filled with enemies. Kill the lizard 
warriors and armos statue to make the 
dungeon map appear. You can also 
find a chest with rupees on one side of 
the room. The door to the next room is 
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blocked by a gate, and on either side 
of the gate are two switches. Carry a 
pot to each switch to open the gate, 
and go through the door to enter the 
next room. 

The next room is very large, with 
three floors total. The middle of the 
room looks like a miniature ranch, with 
a bunch of spider broodlings milling 
about. There’s a staircase that wraps 
up around one wall and leads to the 
second floor of this room. 

Make your way to that staircase. 
When you climb it, you’ll find that a 
large section of it has fallen away. 

Use your spinner to ride the track 
along the wall, and once you’re on 
the second floor, follow the path that 
leads to the middle platform. Push the 
wall that sticks out of the middle to 
move the platform to the bottom floor. 
Once there, kill all of the baby spiders 
to drop the electric barrier. Pick up 
the iron pot and carry it back to the 
elevator. Push the wall on the elevator 
counterclockwise to move back to 
the second floor again. Circling the 
outside of this elevator are two spin 
traps moving opposite of one another. 
This time the traps are more difficult to 
avoid, because there are two switches 
on a platform, and you’ve got to carry 
both pots to those switches. 

Carry the iron pot you got from 
the first level to the first switch, then 
continue moving around the outside 
until you come to a platform that 
houses the second pot you need. 

Carry it to the second switch, and after 
you place the second pot on top of 
it, stand on the white rectangle near 
the wall. The rectangle will act as an 
elevator and carry you up the wall. 
Enter the door at the top. 

In the next room are two armos 
statues. Kill them to make a treasure 
chest containing a small key appear. 
Take the key, go back into the previous 
room, and work your way around the 
elevator to the north end of the room 
where there is a locked door. Unlock 
the door and go into the next room. 

This room has a series of golden 


rings set into some of the walls, with a 
switch at the far end of the hoops. The 
switches move the walls in this room, 
and every time you want to move 
forward, you’ve got to hit a switch. Get 
out your bow to help hit switches and 
kill beamos statues, and make your 
way through the room. The southern 
end of the room has a treasure chest 
that contains the compass inside of it. 
At the far end of the room is a door, go 
through it to the next room. 

This room has a large staircase 
that leads to a mighty golden balance. 
Around the room are tons of spiders. 
Kill them all for a chest containing fifty 
rupees, if you like. Otherwise, find the 
metal pot and carry it up the stairs and 
to the balance. When you get onto the 
right side of the balance, throw the 
weight you are carrying up to the other 
side. The balance will even itself out 
some, so climb onto the other side, 
and scramble up to the door that leads 
to the next room. 

The circular room you are now 
standing in has spin traps circling 
around a beamos statue in the center. 
Use your bow to kill the statue, and run 
around the room clockwise until you 
reach a landing with lizard warriors. 

Kill them and move on to find a tiny 
maze with giant, rolling spikes. Weave 
your way in and out of the maze, 
making your way to the ledge on the 
southern side of the room. There’s a 
bladed pendulum swinging from side 
to side, so avoid being sliced in half 
as you maneuver to the chest on the 
ledge, which contains a small key. 
Make your way northeast through the 
maze and pick up the iron pot you find. 
At the end of the maze is a switch in 
front of an electrical barrier. Place the 
pot on the switch to make the barrier 
disappear. 

Head up the stairs, and you’re 
already at the highest point of this 
dungeon. 

There is a locked door at the far end 
of the room. Killing all of the monsters 
once again gets you fifty rupees, so if 
your wallet is full, just unlock the door 


THE TEMPLE OF TIME IS AN EIGHT- 
FLOOR DUNGEON. ON THE SEVENTH 
FLOOR YOU’LL FIND THE BOSS KEY AND 
THE MINI-BOSS 
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and enter the room to the miniboss. 

MINI BOSS - IRON KNUCKLE 

This guy hits hard and takes away 
several hearts per hit. He’ll block 
most of your attacks and swing his 
sword at any opportunity you give him. 
Stabbing with your sword works well, 
but Helm-Splitter works the best while 
he still has armor on. After knocking 
him around a few times, his armor will 
begin to fall off. 

When he has lost all of his armor, 
he'll throw his sword at you and pull 
out a rapier. The monster has become 
much faster and much more limber, 
and can still block your attacks fairly 
effectively. Use Back Slice or Mortal 
Draw to get in easy hits, and he'll 
eventually go down. 

After beating the boss, a treasure 
chest appears. This chest contains the 
Dominion Rod, which will allow you to 
bring statues to life. See the statue at 
the far end of the room from the door 
you came in? That’s the statue that 
is missing from the first floor of this 
dungeon. Those squares with the bells 
above them are actually teleports for 
the statue, so bring the statue to life 
and walk it to the first teleportation 
square. Exit this room and go through 
the door to the western room. 

In the previous room, reanimate 
the statue and walk him to the metal 
gate. Press B to make the statue 
strike the gate with his hammer, then 
keep walking into the previous room. 
Take the pot in this room and place 
it on the switch on the floor to lower 
a rectangular elevator. Walk the 
statue over to the elevator, and then 


deactivate him. Now, take the pot off 
of the switch and the elevator will rise 
again. Climb up to the statue, bring 
him to life, and have him follow you 
down the hallway. 

At the end of the hallway is another 
electric barrier. Make sure that you are 
behind the statue, and have him walk 
across the barrier to the switch on the 
other side. Deactivate the statue and 
cross the barrier. 

The statue will block the spikes 
rolling around in this maze, so always 
keep behind him as you make your 
way through the maze. Once on 
the other side, walk down the stairs 
and return to the circular room with 
the spinning traps. Smash all of the 
traps into oblivion using the statue’s 
hammer, then walk the statue to the 
elevator and deactivate him. Place 
the pot onto the switch to raise the 
elevator, and walk the statue onto the 
teleportation square. 

You’re now back in the room with 
the balance. Walk the statue to the left 
side of the balance, and throw both 
of the pots from the left side onto the 
right side. 

For now, climb onto the right 
platform to even it out, then activate 
the statue and walk him over to the 
right platform. Throw both of the pots 
that you have onto the left platform. 
Look to the ledge on the wall next to 
you, and find a pot sitting above you. 
Use the Dominion Rod to bring it to 
life, and walk it over to the balance. 
When it falls off the ledge, throw it 
to the left side of the balance. Now, 
jump off of the balance entirely, and 
make your way to the southern part of 



the room. There’s a ledge above you 
that you can clawshot to, and on top 
of that ledge is another pot. Pick it up 
and jump off of the platform. Carry it 
up to the balance and throw it to the 
left side. The balance will even out as 
long as you aren’t standing on the right 
side, so use the Dominion Rod to bring 
the statue to life, and walk him down 
the stairs and to the warp point. Once 
the statue is gone, it is time to take a 
momentary break from babysitting to 
get the boss key. 

Stand on the right side of the 
balance where it is closer to the 
ceiling, clawshot to the platform in the 
middle of the room and make your way 
to the eastern wall. Ride the tracks 
along the wall to get to the door at the 
upper part of the room, and enter the 
door to the next room. 

In this room there are four switches 
above a closed gate that leads to the 
boss key. Two metal pots are right 
next to the switches, so carry them 
onto two of the switches. Above you is 
a ledge with the third pot - summon it 
down with the Dominion Rod and look 
to the helmasaurs on the bottom floor. 
Use the clawshot to pull the mask off 
of one of them, and use the mask to 
weigh down the fourth switch. Drop 
down to the opened gate and receive 
the boss key. 

Retrace your steps to the balance 
room, go through the door and walk 
down until you reach the fifth door and 
find the statue. You’ll be back in the 
room with all of the movable walls. 

Hit the first switch you can find to 
move the walls around. Move the 
statue past the electric barrier. Move 
to the uppermost part of the room, 
head around the walls and open the 
chest there to get a piece of heart. 

Now move back to the bottom part 
of the room, and animate the statue 
again. You’re going to have to move 
him from the other side of the wall 
so he can warp again. You’ll have to 
move a wall twice during this trip, and 
in order to hit the switch you will have 
to deactivate the statue. 

Now you’re back in the first half of 
the room with the golden hoops again. 
Kill the beamos statues and make your 
way back through this room, moving 
walls for yourself and the statue, and 
eventually leading him to the next warp 
point. Continue moving through the 
room you are in, and hit the very last 
switch to move the wall in front of you. 
Enter the southern door to find the 
statue. 
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You’re back in the circular elevator 
room. Get on the elevator and push 
the wall counterclockwise to get to 
the highest level where the statue is 
waiting. Activate him and bring him 
to the elevator, then push the wall 
clockwise twice to lead yourself to the 
bottom floor. Once there, kill all of the 
baby spiders to drop the barrier, and 
walk the statue to the northernmost 
part of this room. Use B to break down 
a gate. There’s a warp on the opposite 
side of this gate, but if you want to first, 
there’s a Poe behind a breakable gate 
that you’ll need to use the statue to 
get to. 

Warp the statue out of this room, 
then exit on the left side of the 
minimap. Walk down the path in the 
next room and clawshot over the 
gate. Find the statue, and walk him 
to the gate at the bottom of the path. 
Momentarily deactivate him, and 
clawshot over this gate. Find a pot to 
open the gate, then walk the statue to 
the warp point. 

Exit this room and backtrack, finally, 
to the entrance hall of the Temple of 
Time. Here you will find the statue at 
its warp point once again, just waiting 
to be led to its proper place on the 
opposite side of the door. When both 
statues are finally in place, the wall in 
front of you will rise. 

This room is a massive mess of 
traps and pits. Make your way over the 
first pit and past the initial traps, and 
ignore the first pot you see. At the far 
end of the room you’ll see the switch, 
and right next to it should be two pots. 
Place one of the pots on the switch 
and the metal gate leading to the boss 
door should lower, while a second 
gate rises. Jump across the pit, past 
the now open gate, and turn around 
to animate the metal pot behind 
you. Lead the pot into the chasm 
that separates you from the rest of 
the temple behind you, and the two 
gates will switch back to their normal 
positions. Make your way to the 
bottom of the ramp you’re standing on, 
and kill the two spiders at the bottom. 

There are pots for refilling your 
health on either side of the boss door. 
When you’re ready, open the boss’s 
chamber and step inside. 

TEMPLE OF TIME BOSS - 
ARMOGOHMA 

The boss starts at the top of the 
screen. It will crawl back and forth 
across the ceiling, over beams of light. 
When he crosses light, you can tell 



where he is. Every once in awhile the 
eye on his back will open, and charge 
a massive laser. The laser will light up 
the entire room and follow you around. 
Get out your bow and fire an arrow into 
the eye. When it is hit, the boss will fall 
onto the ground, inevitably in front of a 
statue. Bring the statue to life with the 
Dominion Rod, and press B to smash 
the spider. 

After being hit the first two times, 
Armogohma will crawl back onto the 
ceiling and will release a bunch of 
eggs that drop onto the ground. If you 
have Great Spin and full health, stand 
in the middle and take them all out at 
once. Repeat the same tactics, and 
after the third smash the boss will 
die, leaving behind... its eye. Several 
of her broodlings are holding it and 
running around the room. Either chase 
them down and hit the eye with your 
sword once, or fire arrows at it. Either 
way, kill the eye and the third Twilight 
Mirror piece and a heart container are 
all yours. 

RESCUING THE 
FORGOTTEN VILLAGE 

Upon leaving the Temple of Time, 
a short cutscene with Ooccoo will 
commence, and after he flies away, 
Link will notice that the Dominion Rod 
is worthless. 

Warp to Hyrule Castle Town. As you 
run toward the entrance to the town, 
you’ll get a useful letter. Apparently 
you’re needed in Kakariko Village. 
Ignore it for now, and run to Telma’s 
Bar. She’ll tell you that you need to 
reunite with Shad, who is inspecting 
something at Kakariko Village. 


Head out of the bar and then warp 
to the village. Right next to where you 
warped into town is Renado’s House 
- this is the same house that has the 
statue you moved when collecting 
the tears earlier in the game. Enter 
the house and Renado will give you a 
note that needs to be taken to Telma. 
Drop into the hold, and look for Shad. 
He’s inspecting a statue that is set 
into the wall. After talking to Shad, exit 
Renado's house and warp to Hyrule 
Castle Town. Run to Telma’s bar and 
deliver her the letter. 

Telma will give you a letter of 
blackmail - the bar tab that the local 
doctor has been accumulating over the 
recent years. 

Exit the bar and head around to the 
left side of Hyrule Castle Town, right 
next to the gate that leads out of the 
city. Show the paperwork to the doctor, 
and he’ll remark that the statue that 
was taken from him reeked horribly. 
You have a scent to follow. Turn into 
your wolf form and inspect the doctor’s 
office. At one end of his building you’ll 
find a crate that can be moved. Push it 
aside to reveal a scent floating above 
the floor. Learn the scent and exit the 
building. 

The scent will lead back to Louis, 
the cat, who tells you that he took the 
statue but a pack of wild dogs stole it 
from him. The pack left the city, and 
prowls around at night by the gates of 
the city. Stroll outside of Hyrule Castle 
Town, and after dark a large pack of 
the monsters will surface out of the 
ground and attack you. If you have 
Great Spin, use it here. 

After a quick battle, grab the statue 
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and warp to Kakariko Village. Show 
the statue to Ilia, who will recall more 
of her memory. 

The place you have to go is at 
the far northern end of Hyrule, not 
counting Zora’s Domain. Warp to the 
Eldin Bridge (hopefully you’ve restored 
it), or ride Epona from the eastern side 
of Hyrule, and head toward the mark 
on your map. 

You’ll find a cave with a Goron 
standing outside of it. Talk to the 
Goron and he’ll open the cave for you, 
and warn you about what is to come. 

Inside you’ll find a ruined village. 

Get out your bow - hopefully you have 
the hawkeye. If you do, use it to pick 
off the monsters around here. There 
are 20 total, so search buildings once 
you’ve cleared the streets. There’s a 
howling stone in this area, but don’t 
summon the wolf-form of the skeleton 
warrior until after you’ve cleared this 
area of all twenty enemies. If you 
howl, you’ll be transported to another 
screen, and when you come back, all 
twenty monsters will have returned. 

When you’ve cleared the area, 
Impaz unlocks her door and exits her 
house. 

FILLING THE ANCIENT 
BOOK 

After the ensuing cutscene, take the 
charm Impaz gives you back to Ilia in 
Kakariko Village. She will completely 
regain her memory, and after a short 
chat will give you her charm. This 
works just like the horseshoe grass 
has worked throughout the game: it 
summons Epona at will. 

Head back to the ruined village, 
and show your rod to Impaz and she’ll 
recognize you as the great hero. 

She’ll give you an Ancient Sky Book 
in return. 

Warp back to Kakariko Village, drop 
down to Shad and show him the book. 
He will take the book and accidentally 
power up the Dominion Rod. 

You need to find a total of six 
locations that have statues within 
them. All are marked on your map. 
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Four are on Hyrule Field, one is in 
Gerudo Desert, and one is located 
in Faron Woods. Underneath every 
statue is an archaic inscription that’ll 
fill more of the Ancient Sky Book. 
There’s also a chest filled with 100 
rupees nearby - it requires moving 
each statue in a special way to open it. 

First, run or warp to the eastern 
side of Hyrule Castle Town. There 
are two red dots on your map right 
next to each other, which is where 
we are going to head to first. The 
northernmost dot is located on the 
side of a mountain. There are two 
ledges, one with the treasure chest, 
and the other with the statue. Activate 
the statue and have it fall to just below 
the vines hanging off of the top of the 
cliff. Clawshot the vines and fall onto 
the top of the statue. Turn and face the 
ledge and jump onto it, collecting your 
first page. 

Head south, close to the location 
of the Lake Hylia Bridge. Follow the 
minimap mark to find yourself in an 
old coliseum-like area. The statue is 
on a pillar at the bottom of the stairs. 
Pull the statue off and walk it so that 
it’s halfway between the stairs and 
the pillar. Jump from the stairs to 
the statue to the pillar to collect your 
second page. 

Warp to Gerudo Desert. Once there, 
head for the red dot on your minimap. 
You'll come to a bunch of sandstone 
blocks that are perfect for you to use 
to get the pages for your book. Bring 
the statue to life with the Dominion 
Rod and have it fall between the circle 
and the only tumble of blocks that you 
can climb on. Climb up the brick pile 
and hop across the statue to reach the 
third circle. 

Warp to the Great Eldin Bridge. On 
the northern end, on the right side of 
the exit, is a pile of rocks and another 
statue. Kill the monsters that are 
flitting about, then pull the statue back 
and collect the next page. 

Head south now, skimming the 
western wall. Head for the red dot 
on your minimap, and look for some 


ledges on your right side. The statue 
should be hard to miss. 

Warp to northern Faron Woods and 
head to the oil merchant’s shop. Run 
to the northeast (spot the minimap) 
and look for a wall that you can bomb 
open. Behind the wall is the last 
statue. 

SHAD’S GUIDE TO THE 
SKY 

Take your now-completed book back 
to Shad in Kakariko Village. He’ll read 
it and the middle part of the statue 
will disappear. Activate the statue and 
head behind it to find the Sky Cannon. 
Shad will come in to pester you again. 
Tell him to leave, then use Midna to 
warp the giant cannon to Lake Hylia. 

If you don’t have 300 rupees on you, 
stop and take the time to collect them 
now. One way is to collect golden 
bugs and give them to Agitha. Once 
you have the necessary amount, talk 
to Fyer, the guy who runs the cannon 
shop, and accept his offer of 300 
rupees to fix your Sky Cannon. 

Almost a week goes by as your 
cannon is fixed. When you’re ready, 
use your clawshot to enter the cannon. 
Right before it fires, Ooccoo will jump 
in behind you, and you’ll be launched 
toward the Sky Palace. 

THE SKY PALACE 

Once you land, Ooccoo will talk to 
you until a giant dragon, Argorok, flies 
by. Ooccoo freaks out and runs into a 
building directly ahead of you. Behind 
you is another sky cannon that will 
fire you back into Lake Hylia, so if you 
want to ever get back onto the ground 
again, there’s the way to do it. 

Follow Ooccoo into the shop that is 
to the left of the pool of water that you 
landed in. Inside you can buy a few 
items, and Ooccoo will add herself to 
your inventory. 

Exit the shop, run back to the pool of 
water and to your left. There’s a large 
building looming in the wind. Deku 
babas line the path to the building, 
and to make it worse, it is very windy 


IF YOU DON’T HAVE 300 RUPEES ON 
YOU, YOU BETTER GET THEM NOW. ONE 
GOOD WAY IS TO COLLECT GOLDEN 
BUGS FOR AGITHA 
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outside so keep your iron boots. 

Above the door is a switch. Hit it 
with your clawshot and enter. All of 
the oocca flitting around can be used 
just like you’d use a cucco. Look at the 
floor across the gap that separates 
the ledge you’re standing on and the 
one you need to get to. Careful, the 
dark blocks will sink when you step 
on them. 

Pick up the bird meandering about 
next to you, and glide across the 
gap to safe grounds. Look up and 
to your right - there is be a pillar 
covered in vines. Grab the pillar with 
your clawshot and pull yourself to it. 
Crawl around the side of the pillar 
until you’re above safe ground, then 
drop and pick up another oocca. 

Look to the northern end of the room, 
opposite of the side that you came 
from. You’ll see another door across 
that gap as well. Jump and glide to 
it, then enter the door and go into the 
next room. 

In this room you’ll find a few 
monsters. Kill them and wind your way 
to the door on the southern side. After 
exiting the door you’ll be outside. Next 
to you is a hole in the shape of a gear. 
Get on your spinner and repeatedly 
press B to make a bridge appear in 
the distance. After it appears, walk 
to the drop off on the edge of the 
balcony and clawshot to the vines 
across from you. Climb up the vines 
and follow the path that leads across 
the bridge. Remember to keep your 
iron boots handy, and make your way 
to the door at the far end. 

The next room is full of ledges. 
Follow them until you can reach 


the mark on the ceiling with your 
clawshot. Hook onto it and drop to 
a chest containing a small key. Turn 
around and clawshot back across 
this pit to the door. Exit and cross 
the bridge again, making your way 
toward the door that leads to the 
center chamber. When you do reach 
the door, Argorok, a giant dragon, 
smashes the bridge behind you, 
making it impossible to go back into 
the room you just came from. 

Using the vines on the pillars to 
move across the room, make your 
way to the door on the western end 
of the minimap. Go through the door 
to again find yourself outside. One or 
two monsters will jump out at you, so 
just kill them and look for a spinner 
mark in the floor. When you find it, 
use it to make another bridge appear. 
Follow the path to the bridge and 
cross it to reach a locked door. Use 
the small key you found to open the 
door, and head inside the building. 

The next room has several fans 
blowing across the surface of the floor 
into pits. Take the path on your left 
side first, and look for a crystal switch. 
You can’t fire arrows into the wind 
that’s blocking the switch, so use your 
clawshot instead. 

Turn around and take the right 
path. When you reach the first fan, 
walk past it by putting on your iron 
boots. When you pass the fan, take 
your boots off and look for the vine- 
covered pillar on the other side of the 
pit. Grapple it, and enter the door on 
the west side of this room. 

The next room just contains a chest 
with the dungeon map inside of it. 


Turn around and exit the room one 
you have the map. 

Clawshot the pillar on the right side 
of the room again, and use your iron 
boots to pass the fan. Walk across 
the dark blue bricks that used to have 
the fan blowing across their surface. 
On the other side, enter the southern 
door to the next room first. 

This room is a series of ledges with 
fans blowing upward from underneath 
the blocks. Hop across them, 
following the left path. Along your way 
you’ll find a tile monster peeking out 
from underneath the floor. Rip out 
your Gale Boomerang and toss the 
monster into a pit. 

Keep crossing the pits, waiting for 
the wind columns to subside before 
jumping. Enter the next door. 

The next room contains a circular 
arena. Kill the monsters that pop out, 
and look along the southern wall for 
vines that you can grab to climb onto 
a platform. Look toward the ceiling 
for a ball that you can grab with your 
clawshot. Attach yourself to it, and 
the ball will drop and turn on a fan 
that blows a steady current across the 
level. Grab another oocca, and jump 
into the current to be blown to the 
northern end of the room. Enter the 
door there. 

Pick up another oocca, and leap 
from your ledge. Aim for the wall with 
a giant hole in it. Glide into the blast 
of air that appears, get carried way up 
into the air, and fly through the hole. 
Land on the ledge on the other side 
of the wall, and clawshot the ball- 
switch above your head. This turns on 
another fan. Pick up the poor oocca 
again, and glide into this second draft, 
which pushes you through another 
hole on your right side. Land and 
head through the door. 

You’re now in a massive, circular 
room that has ledges leading all the 
way around it, with huge fans blowing 
air into holes in the wall. Monsters are 
flying about, and doorways can be 
found everywhere. Oocca birds are 
placed on certain ledges, including 
the one you’re on. 

Look up to see another switch on 
your right side. This switch doesn’t 
budge, so put on your iron boots to 
offer the extra weight. The switch 
opens a door on the western wall 
near the bottom, so that’s where 
we’ve got to go. Drop down, take off 
your boots, and pick up the oocca 
next to you. Make your way, slowly, 
from ledge to ledge, until you find the 
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door that opened. Instead of trying to 
time your jumps with the huge drafts 
of air blowing through the center of 
the room, avoid them completely and 
make it to the next ledge. 

Enter the room to face the miniboss. 
MINI BOSS - SHIELD DRAGON 

Z target the dragon and pull out your 
clawshot. When he puts up his shield, 
he’s going to charge you. Don’t wait for 
it to happen - clawshot the giant lizard, 
pull him close, and attack as much as 
you can before he regains composure. 
After he does, he'll put his shield on 
the ground and fight up close. After a 
few rounds of this he’ll die and you get 
your reward: a second clawshot. 

Now you’re practically Spiderman. 
Clawshot to the switch hanging in this 
room, and it’ll open a grate above your 
head. Pull out your second clawshot, 
shoot to the vines in the hole, and 
crawl up and out of this room. There’s 
a door on the eastern side of this 
room, head through it. 

Make your way up through this 
massive room, moving steadily 
upward. When you get high enough 
up, you’ll see a hanging ball switch. 

Hit it with your clawshot, then lower 
yourself so that you're even with the 


doorway. There are marks that you 
can hook onto in the doorway, so 
grapple them and pull yourself to the 
door. Go through it into the next room. 

You’re now in a room with giant 
hanging poles that have targets on 
them. Be warned, when you connect 
to the poles they slowly fall. Make your 
way eastward across the room by 
grappling the poles. When you finally 
land, open the treasure chest next 
to you to find the compass, and go 
through the door. 

There are grappling marks 
underneath the large bridge in front of 
you, so make your way under it while 
knocking deku babas off the ceiling 
with your second clawshot. When you 
make it to the far end of the room, go 
through the next door to find yourself 
back in the main chamber again. 

Now you’re headed for the door 
on the eastern side of the room. 
Grapple the vines on the pillar next to 
the door and enter it. Look up to see 
another floating propeller hanging in 
the breeze - in fact, there’s quite a 
few of them leading to the next part of 
the palace. To keep you company are 
some birds that will attack if you don't 
move fast enough, so don’t slow down. 


Grapple the first propeller, and use 
Z to target the next floating propeller. 
When you reach the far side of the pit, 
fall into the grass and enter the door. 
Look to the northernmost target that 
you can reach with your clawshot. 

Hit it, and make your way from pillar 
to pillar until you reach the far ledge. 
Land, then look to your north and 
clawshot another target. In front of you 
should be a grating that you can hit 
- drag yourself across the pit to that 
grating as well. You'll see a hole in 
the wall. Climb through it, knock the 
monsters off of the ceiling using your 
second clawshot, and grapple the 
target implanted on the ceiling. Cut the 
chain some slack, and hit the nearby 
switch to open another grating that lies 
across from you. Through the opening 
you just created is another target. 
Grapple that target and look above 
you. There’s another series of marks 
you can grab with your clawshots, so 
make your way upward until you can 
finally reach a ledge. There’s a door 
right next to you, so enter the next 
room. 

This room has an arena in the 
middle of it. Kill the deku babas on 
either side, then toss a bomb into the 
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middle of the plant to kill it. There’s 
another breakable pole above you with 
a target on the side of it. Grapple the 
pole and immediately look to your left 
and up. There’s a pillar with ivy strung 
around it. Grapple the ivy and pull 
yourself up. 

If you want to brave it, there’s a 
skinny path that leads around the 
right-hand side of the wall that has 
keese and deku babas lining it. They 
guard two chests: one that is filled 
with arrows, and another that contains 
a piece of heart. From the top of the 
column look up to find another pole 
you can latch onto. Climb poles until 
you reach another set of vines you can 
grapple, then hit the mark that is in the 
dead center of the room. Drop from 
that center target down to a couple 
of enemies. After killing them, head 
across a bridge that leads off of this 
platform to the next room. 

This room contains more floating 
propellers, but this time they’re mobile. 
Clawshot the first propeller and pass 
over the first wall of this area. There’s 
another propeller moving to the left 
on your minimap that clears a second 
wall. Latch onto that one, and then 
drop onto the ledge on the opposite 
side. Wait for the Poe propeller to 
head to your right, latch onto it and cut 
enough slack on the chain so you can 
pass underneath the wall. On your left 
is another propeller, so latch onto it 
and pass underneath this wall as well. 
You'll land on a ledge with a door on it. 
Enter the door. 

There is a Poe that you can get to 
from this room, if you would like to 
head out of your way a little. Follow 
the “Poe propeller” in the opposite 
direction and clip onto another 
propeller that will take you to a 
secluded island across a chasm. 

In the next room there are a bunch 
of propellers. The “propeller path” will 
split, so take the path that leads south 
and to your left. It will lead to a door 
that has a piece of heart inside of it. 
Exit the door and clawshot across 
the propellers to cross the chasm yet 
again. When you make it back to the 
platform, drop down from the ledge 
and enter the door on the western side 
of the map. 

You’ll see a very massive circular 
column rising into the sky. Look to your 
right and you should see some vines 
that you can grapple onto. Do so, and 
pull yourself up with the clawshot. Turn 
into your wolf form and tightrope walk 
across to the ledge wrapping around 



The Legend of Zelda: Twilight Princess 033 



the center column. 

Run to the end of the ledge, change 
back into your human form, and kill 
the spiders on the wall. When you 
climb the vines, you have two choices. 
To your right is the path that you are 
supposed to take to complete the 
level. If you go to your right, a series 
of ropes will lead you to platforms with 
a Poe hovering over one of them. This 
path also passes two treasure chests 
filled with rupees - one of them is red, 
the other is purple. 

Going right at the top of the ivy, 
you’ll drop onto another ledge that is 
connected to some rock platforms by 
more rope. Turn into your wolf form, 
and cross the rope. The rope path 
leads past two or three platforms with 
birds resting on top of them, and then 
back to the center column where an 
unlocked door is resting at the top of 
the ledge. 

Open the chest in this room to get 
the boss key. Clawshot the switch 
above your head, and use your iron 
boots to weigh it down. After you do, 
clawshot the target above you and 
lower yourself into the hole in the 
center of the room. 

In the room below you, look for the 
grating above the fan, and connect 
yourself to it. Clawshot the switch 
next to you and use your iron boots to 
weigh it enough to flick, turning on a 
fan. Drop down and head through the 
northern door. 

You’re looking over a vast expanse, 
with propellers rotating in the breeze. 
Pull your bow out and waste as many 
arrows as you need to on the birds. 
Whenever you feel safe, clawshot 


across the pit by connecting to the 
side of the turning propeller. At the 
other side of the chasm, drop onto the 
ledge below and head into the next 
door. 

The next room has two shield 
dragons inside of it. After killing them, 
grapple the fan grating above you and 
hit the switch that’s above the ground. 
Another fan will turn on, and you’ll 
have propellers to move between. 
Follow the propellers to the top of 
the tower. When you get to the very 
top, you’ll see another switch. Flit the 
switch and the propeller that you’re 
hanging on will start moving toward 
the ledge that leads to the boss’s 
chamber. When the propeller gets 
close to the ledge, clawshot the target 
above the boss’s door, and drop onto 
the ledge below you. 

Plere it is - the entrance to the 
chamber that holds the last piece 
of the Twilight Mirror. Sharpen your 
blade, check your equipment, do 
whatever you need to do, open the 
door and enter. 

SKY PALACE BOSS -ARGOROK 

Plead up to the top-most platform 
where the dragon awaits. You’ll find 
him plenty ready for you. There are 
four huge towers flying skyward on 
every corner of the arena. 

Use your double clawshot to zigzag 
up the towers from one side to the 
other, and when you get to the top turn 
to face the dragon. The dragon will 
ready a huge stream of fire, so right 
before he spits at you, attach yourself 
to the next tower. The fire will miss, 
and Argorok will need a couple of 
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moments to regain his strength. Attach 
yourself to his tail with the clawshot, 
then put on your iron boots. The added 
weight will drag Argorok to the ground, 
where you can abuse him with your 
sword. 

After doing this a couple of times, 
he'll have a tantrum and throw up a 
bunch of floating, spinning propellers 
that you can latch onto with your 
clawshot. 

Climb the towers again, and when 
you get high enough, attach with 
your clawshot to the first propeller. 
Argorok will spit a stream of fire at 
you. Clawshot as fast as you can from 
one propeller to the next. Eventually 
Argorok will tire out and you’ll find 
yourself behind the boss. Target the 
weak spot and let yourself fly onto his 
back. Once on, press A a few times to 
stab him in the back with your sword. 

You have to do this twice, and the 
second time around, he to tries to 
trick you. When you make it to the 
propellers at the top and outrun the 
fire blast the second time, Argorok will 
immediately shoot a second burst of 
flame, this time moving in the opposite 
direction. After the second burst you 
can circle around him and clawshot to 
his back. 

TWILIGHT MIRROR 
COMPLETED 

After fighting Argorok, clawshot into 
the bottom of the Sky Cannon. 

If there is anything you wish to do, 
such as collect the last of Link’s sword 
abilities, max out your arrows, or get 
that last bomb bag, feel free to do so 
now. It is probably no secret to you 


that you’re approaching the end of the 
game. 

Whenever you’re ready, warp 
yourself back to the Mirror Chamber 
at the northern end of Gerudo 
Desert. The Mirror of Twilight will be 
completed, and a door that leads to 
the realm of Twilight will open. 

PALACE OF TWILIGHT: 

SOL 

Talking to the locals does you no 
good, so turn your attention to the 
world around you. You’re now in the 
Twilight Realm, but because of your 
special connection to the goddesses 
(and the 

help of Midna) you can pass through 
the Twilight Realm in your human form. 
There are three main paths that you 
can take: one to your left, one to your 
right, and one in the middle. The left 

path leads to an impassable chasm, 
and the middle path has black fog that 
keeps you from passing. Head down 
the right path and enter the tower. 

The first two paths lead to similar 
towers. All contain an orb that must be 
removed. Before getting each of the 
orbs, you must fight a replica of Zant. 
The towers are filled with shadow 
monsters of all types, including birds, 
squids and shadow monsters. 

Enter the first room of the east 
tower. It is shrouded in black fog. This 
fog is found everywhere throughout 
this world, and is created by Zant. 

The fog will turn human Link into his 
wolf form, so be cautious whenever 
you see it. Kill all of the monsters in 
this room to make a chest containing 
a small key appear. Get the key and 


move to the northernmost part of this 
room. Look for a place to clawshot. 
Double clawshot your way to the top 
ledge, and go through the locked door. 

The next room contains a 
teleporting shadow squid. Kill him to 
cause the compass (southern chest) 
and another small key (northern chest) 
appear. The compass is guarded, so if 
you feel that it is useless, don’t bother 
with it. Some more double clawshot 
action is required to reach the ledge 
at the northern end of the room. Open 
the locked door and enter. 

MINI BOSS - PHANTOM ZANT 

An arena is created just for you. A 
fake Zant will appear, and in standards 
set by wizards years before his time, 
he'll teleport around the room firing 
energy blasts at you. Even better, 
he'll occasionally summon very large 
groups of monsters to fight you. 

Stay relatively close to the center of 
the circle, and use Z to continuously 
look around yourself. Wait until you 
see the phantom Zant stop to cast a 
spell. When he does, move as quickly 
as you can and attack him with your 
sword. Repeat until he’s dead. 

After killing the fake Zant, your 
attention is turned to the pedestal at 
the top of the room. It’s really a giant 
metal hand holding a shiny orb called 
the Sol. Midna requests that you 
bring it outside the Eastern Tower. Be 
prepared - once you take this orb, the 
hand continuously follows you and 
tries to take it back. If you lose the 
Sol to the hand, you’ve got to start 
all over. Keep in mind that arrows will 
temporarily stun the hand. 

To help, you can see the shadow of 
the hand as it is following you. This is 
useful because you can position the 
Sol right underneath the hand, wait for 
it to fall, and as it falls move out of the 
way, pull out your sword, and attack. 
This technique will be useful at least 
once or twice to buy time. 

Hit the hand with your sword to 
make it drop the Sol, pick it up and 
run to the next room. Wasting no time, 
jump into the fog in the center of the 
room, still holding the Sol. The Sol 
expels the black fog, so clear a path 
and place the Sol in the circle in the 
center of this room. Stairs will appear. 
Run up them quickly and climb the 
ledges at the end of the room. Turn 
around and clawshot the Sol to carry it 
back to where you are standing. Turn 
around, face the southern door, and 
leap to it. 
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The next room contains nothing 
special, just a truckload of shadow 
monsters flitting about. Make a run for 
it with the Sol held high. Once you exit 
the tower, you’ll notice that if you carry 
the Sol next to one of the massive 
shadow monsters walking around, 
they’ll transform into their true Twilight 
selves. 

Turn all of the monsters back into 
people of Twilight, and then move to 
the center platform. You’ll notice two 
circular engravings on the floor. Place 
the orb on one of them. A platform will 
appear to your left. Get on the platform 
and let it carry you to the entrance of 
the western tower. Enter the tower and 
prepare to hunt for the second Sol. 

This room is filled with shadow 
keese and moving platforms. The 
first moving platform is accessible 
with your clawshot. Hook yourself to 
the mark on the ceiling, and lower 
yourself onto the platform. Kill the 
keese with arrows, and make your way 
to the other side of the room, where 
a shadow squid will impede your 
progress. Kill the monster to make a 
chest containing a small key appear. 
Get the key and open the northern 
door. 

The next room has another huge 
batch of black fog filled with enemies. 
Enter the fog, cutting a nice swath 
through their ranks. After murdering 
another batch of squids, a chest will 
appear on one of the ledges lining 
the sides of the room. Clawshot to 
the northernmost platform, then turn 
around to face the marks in the wall. 
Clawshot back and forth until you 
reach the southern end of the room 
containing the newly-summoned small 
key chest. A chest containing the 
dungeon map can be found on one of 
the ledges as well. After collecting the 
goods, drop down and clawshot back 
up to the northern ledge. Unlock the 
door to the next room. 

MINI BOSS - PHANTOM 
ZANT 

Yes, you face him a second time. 
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He’s a little more summon-crazy 
this time around, so be prepared for 
fighting the shadow babas quite a bit. 

Attack the hand and pick up the 
Sol, then turn around to enter the 
room behind you. There is a host of 
monsters waiting for you already. Kill 
them and drop the Sol to make stairs 
appear. Run up them and turn around 
to clawshot the Sol back to you. 

Enter the southern door. Once in the 
next room, wait around until the hand 
drops. Hit the hand with your sword 
to stun it and buy a little extra time, 
then immediately pick the Sol back 
up and leap to the center of the room. 
This time around, you’ve going to 
have to work pretty darned fast. While 
ignoring all monsters that might exist 
in here, drop the Sol into the circle on 
the ground and watch the walls and 
staircase appear. Run up the stairs 
and fire an arrow at the hand which 
will probably already be on the move 
again. Get to the northern ledge again 
and clawshot south across the room 
as fast as you possibly can. When you 
finally make it to the southern ledge, 
the hand should nearly be above the 
Sol. Clawshot the Sol to you, and run 
through the door. 

A platform appears just for you. Step 
on it and ride it to the door that leads 
out of the tower. Once out, ride the 
other moveable platform to the center 
platform, and place the second Sol in 
the only available spot left. Now you 
can cut through the black fog with the 
Master Sword, and you don’t have 
to avoid it to stay in human form. As 
an added bonus, just about every 
monster in the Twilight Realm will now 
die in a single hit. 

Run up the stairs to your north 
until you reach a large curtain of fog. 
Slash several times with your sword 
at its edge, and end in a spin attack. 

Be careful not to stand so close that 
you fall off of the edge. The curtain 
will momentarily recede, at which 
point you can jump across the pit and 
continue running up the stairs. 

When you reach the doors to the 


northern tower, head inside. You’re 
almost to Zant. 

Once inside the first room, slash 
apart the fog with the Master Sword 
to find two orbs and two circular 
markings in the floor. Place the Sols 
on the markings to create a staircase. 
At the top of the stairs is a mounted 
Sol. Attack the Sol with your sword 
and stand on the platform that appears 
in the floor. The platform will carry 
you across the room to a ledge with 
a few shadow squids. Bring them a 
little closer to extinction, then open the 
chest that appears to obtain another 
small key. 

Next to the battlefield is a ring of 
three uncharged, mounted Sol orbs. 
Stand in the center of them and spin 
attack, and another platform will 
appear underneath you. This platform 
will carry you even higher into the air 
and across the room, and lead you to 
a locked door. Using the small key you 
just got out of the chest, open it and 
enter the second room. 

The next “room” is actually a large 
expanse of open space. You’re 
standing on a large balcony, and in 
front of you is another ledge. At the far 
end of the ledge is an immense wall 
of fog, as well as a door that leads to 
the next room. On either side of the 
chasm are mounted Sols that can be 
activated with your sword to create 
platforms. Start out by moving to the 
opposite side of the pit, and kill all of 
the shadow squids that you find. Cross 
the chasm back to the balcony you 
just came from and kill the last of the 
squids to make another chest appear. 
This chest has the small key that 
opens the door at the far end of the 
room, so cross the chasm a third time. 

Head to the wall of fog. Spin attack 
to make a momentary rip in the 
curtain, and cross to the other side. 
More shadow monsters attack you, so 
kill them and clawshot up the ledges 
to find a chest containing the boss 
key. Drop back down the ledges and 
cut the curtain again with another spin 
attack. Hop across the fog curtain and 


WHEN YOU FACE PHANTOM ZANT 
FOR THE SECOND TIME, HE’LL BE 
MORE SUMMON-CRAZY SO YOU’LL BE 
FIGHTING MORE SHADOW BABAS 
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open the locked door next to you. 

The next room is very, very large. 

To kick off the fun, a barrier appears 
around you and shadow monsters 
drop down. Wipe them out. After 
the barriers disappear, cut your way 
through the fog in front of you to reach 
four mounted Sol orbs. Spin attack to 
create a platform, which will carry you 
upward. Several platforms will appear 
when you reach the top, so turn 
around, face away from the wall and 
jump onto the platform that will now be 
directly in front of you. 

Ride the platform until two more 
ledges appear, take the left one. This 
platform will rise and lead you to a 
solid ledge - jump onto it. Another 
platform will bring you across the 
room. Take out your clawshot, and hit 
the mark above the platform you’re 
moving toward. Another shadow squid 
will meet you, so kill him. Look toward 
the ceiling - there’s another target 
for the clawshot. Aim and latch onto 
it, then drop yourself onto another 
moving platform. This platform will 
again start crossing the room. While 
it does, pull out your clawshot and 
look toward the ledges it is heading 
for. Another squid will be hovering 
above them, firing projectiles at you. 
When you are within range, hook the 
mark above one of the platforms and 
drop down to kill the shadow monster. 
Another chest will appear, holding yet 
another key. Get on the last platform 
and ride it to the top of the room. Jump 
to the locked door, unlock it and go 
through it. 

This is the last room before 
reaching Zant. As you enter, a large 
barrier will go up all around you, and 
waves of shadow monsters will pour 
toward you. Hack your way through 
wave after wave of monsters - don’t 
bother resorting to any special tactics, 
because the light in your Master 
Sword makes swordplay the most 
effective tool. After winning the battle, 
the barrier drops. Approach the last 
closed door, and unlock the chains 
with the boss key. Enter the next room 
to face the fake king of Twilight, Zant. 

PALACE OF TWILIGHT: SOL 
BOSS -ZANT 

Zant is an unhealthy mixture of 
many of the bosses that you’ve already 
fought throughout the game. Zant will 
take on the personality of a particular 
boss, at which point you must fight 
him in exactly the same fashion as you 
did before. The bosses are as follows: 
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Diababa, Goron Mini Boss, Morpheel, 
Monkey Mini Boss, Blizzeta. 

After the Blizzeta form, Zant will 
summon a scene with the castle in the 
background, don new clothing and pull 
out two cutlasses. He will then appear 
and reappear around you, doing one 
of two things: attack you, at which 
point you should just throw up your 
shield until the fury is over, or spin 
very rapidly in circles with his blades 
held out. When the storm of spinning 
is almost over, get in as many hits as 
possible before he regains composure 
and starts over again. 

After hitting him for the umpteenth 
time, Zant expires and the battle is 
over. 

HYRULE CASTLE 

After the battle with Zant ends and 
you collect the heart container, warp 
back to Hyrule Castle Town. Enter the 
city and run to its northern end, where 
the bridge that leads to Hyrule Castle 
is blocked off by the massive, golden 
pyramid. 

At the entrance to the pyramid, 
the Fused Shadows automatically 
react with Midna, and the pyramid is 
destroyed. Cross the stone bridge and 
push open the great, wooden gates to 
enter the walls of Hyrule Castle. 

The walls enclose the center keep 
in a very large circle. All you need is 
a small key to enter the keep itself. 

The path on your left won’t meet the 
path on your right, because there’s a 
wall on the opposite side of the middle 
tower. The dungeon map is located on 
your left, but is practically useless. 

Before you can enter the door on the 


right wall, a yellow barrier will appear 
around you and monsters will pour out 
around you. Kill them all to make the 
barrier disappear, and run through the 
northeast door. Fight more monsters 
to drop another barrier, then continue 
running down the path. You’ll reach 
a locked gate. On the right side of 
the gate there is a chain lying in the 
grass. Pull it to open the gate. Head 
through and step onto a mighty stone 
platform that looks suspiciously like an 
arena. Another yellow barrier forms, 
and this time the mighty ogre that you 
fought outside of the Arbiter’s Grounds 
appears again. 

After tearing the crap out of him, he 
will acknowledge your strength, and 
give you the key he’s holding. A short 
cutscene later, and you’re standing 
in the grass alone. Backtrack to the 
locked doors that lead into the center 
keep. 

Once inside, another yellow barrier 
will appear. Kill all of the monsters 
that come at you, and the camera will 
focus on a treasure chest that appears 
on a balcony. Run up the few stairs 
that are at the bottom of that balcony, 
pull out your clawshot and look above 
you. Overhead there’s a chandelier 
that you can latch onto. Grab it and 
drop down to open the treasure chest. 
Inside there’s a compass. Turn and 
look to the left side of the balcony 
and up at the ceiling. There’s another 
chandelier you can grab, so pull out 
the clawshot and hook onto it. Give the 
chain some slack and drop a couple 
of feet. Pull out your second clawshot. 
There’s another chandelier next to 
you, so latch onto the third network of 
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candles and fall to a door. Open the 
door and enter the next room. 

Kill the knight and a treasure chest 
appears. On your left are two unlit 
torches. On the right side of the room 
is a basin of oil for your lamp and a lit 
torch. There’s a ledge that is in front 
of the ledge with the chest on it. Stand 
between those two ledges, and use 
your Gale Boomerang to put out the 
lit torch. The floor will rise. Open the 
treasure chest to get a purple rupee, 
and look around. There’s a hallway to 
your left, and a hallway to your right. 
Either way will suffice, and if you’re 
tough enough you’ll take both routes, 
but you don’t have to. If you go down 
the hall to your left, you’ll create a 
shortcut that allows someone who just 
entered Hyrule Castle to immediately 
pass through much of the castle. If you 
head down the right path, you can get 
250 rupees as a reward. 

LEFT PATH 

Keep going past the chest and 
down the hallway to the left side. Walk 
through the door you come to and into 
the next room. You’re in a dark room 
with four unlit torches, and a painting 
on the left wall. Shoot the rope to the 
paining to reveal the order in which 
you must light the torches. 

Be warned that the instant you light 
a torch, a huge gathering of keese 
will awaken because of the light and 
attack you. Just stand underneath 
them and spin attack. The torches in 
this room only go out if you light them 
in the wrong order. 

One you light all of the torches, the 
door at the opposite end of the hall 


will be open. In the next room are two 
monsters. Kill them both to unlock the 
doors on your right and left. The door 
on the right leads back to the center 
chamber. Enter the door and hit the 
switch. This will drop a chandelier 
that can be hit with the clawshot from 
the floor of the main chamber. This 
shortens the path throughout the 
castle. 

The door on the left of this hallway 
leads outside. 

RIGHT PATH 

You’ve chosen the path to the right 
of the treasure chest. Run down the 
hallway until you reach the door at the 
end. Open it and enter the next room. 

At the end of the hall is a locked 
door with two monsters standing 
outside of it. Kill them, then stand in 
front of the door and look behind you. 
See the paintings on the wall? All of 
the paintings are held up by string that 
can be shot with your bow and arrow. 
Behind each painting is a switch. If you 
hit the wrong switch, several chu jellies 
will fall from the ceiling. Standing 
directly in front of the door looking 
backward, cut the rope to the second 
painting on your left and hit the switch 
you find there. The door behind you 
will be unlocked. 

The next room is a long hallway, 
with two iron knuckles standing at the 
end. Run down the hall and take both 
of them on at once. After they die, a 
door on the right side of the hall and 
one on the left side both are opened. 

The door on the right just leads 
back to the central chamber. If you 
are in need of rupees for any reason, 


directly through the door is a chest 
with 50 rupees, and a switch. Press 
the switch and chandelier hop to get 
to a chest with a whopping 200 silver 
rupee prize. Unfortunately, to get the 
200 rupee chest you have to start back 
from the beginning of the level. 

If you’ve already completed the left 
hallway, then the shortcut allows you 
to skip back to the end of the dungeon 
anyway, so do that first if you haven’t 
already. 

Regardless of which door you 
went through, eventually you wind 
up outside. You find yourself on the 
parapets of Hyrule Castle, with a long 
path that winds around the center keep 
and outward to two towers on either 
side of the castle. One side has the 
boss key, and the other has a small 
key. If you went down the right hallway, 
you’re right across from the boss key. 

If you went down the left hallway, 
you’re next to the small key. 

When you get the boss key, several 
monsters run at you for blood. 

However, unexpected help comes, and 
one explosion and a short cutscene 
later, all the baddies are dead. Wave to 
your friends and get your boss key. 

After collecting both keys, head up 
the winding path to the locked door on 
the side of the keep. Unlock the door 
and go inside. 

As a precautionary note, if you don’t 
want to have to go through the entire 
Hyrule Castle dungeon every time you 
fight the end boss, save your game 
now. Otherwise when you beat the 
game, you will have to. 

In the next room turn into your wolf 
form and throw on your senses. Kill 
the ghost rats that immediately latch 
onto you, and look in front of you. 
There’s a ghostly apparition pointing 
forward across some blocks, and 
directly across is another ghost. 
Basically, if you step on the wrong 
blocks in this room, you’ll fall and have 
to not only start the room over, but 
lose a heart. Follow the old ghost’s 
gaze and run until you get to the next 
ghost. Continue to run in the direction 
that they are pointing at. Be sure not 
to step on a block that their gaze isn’t 
looking across, because chances are 
it will fall. 

After carefully stepping across 
the room, you’ll come to a broken 
staircase at one end of the room. Turn 
back into your human form, and jump 
across the pits until you reach the next 
circular room. Another barrier appears 
around you. Kill the monsters to 
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dispel the barrier, and run to the next 
staircase. 

Apparently, no carpenters have 
stopped by in years, because this 
staircase is basically nonexistent. Use 
your double clawshot to hook onto the 
torches lining the walls, and make your 
way to the next platform. 

Another barrier will rise. Kill the 
monsters and move to the next 
staircase, which is even more 
ridiculous than the last. Now there are 
spinner tracks on the wall, with three 
spin traps moving up and down. Use 
your spinner to make it to the top of 
the staircase, dodging the traps on 
the way. 

Once you get to the landing, look 
down the hallway. There are two 
locked doors are up here. The one at 
the far end of the hall is locked with a 
small key. On the left wall is the boss 
room, and in front of the door is a lone 
iron knuckle. Run up to the knight and 
a last yellow barrier lights up. Once 
he’s dead, unlock the door and enter. 

HYRULE CASTLE BOSS 1 - 
PUPPET ZELDA 

Puppet Zelda has three separate 
attacks: The first attack consists of 
her pointing her sword at you and 
chasing you through the air. Just jump 
out of the way to avoid this attack. Her 
second attack sears an inscription 
of the Triforce into the ground 
underneath you, which erupts. When 
you see this marking appear beneath 
your feet, drop your Z targeting and 
roll or jump out of the way as quickly 
as possible. Her third attack fires 
a circular blast at Link. Swing your 
sword to reflect the blast back at her. 
After playing baseball for awhile, she 
goes down and Ganon loses control 
of her. 

HYRULE CASTLE BOSS 2 - 
GANON 

Ganon is a mighty beast that 
resembles one of the boars. He’ll run 
in circles around the room, then race 
right at you. When he runs for you, 
take out your bow, fire at his head, and 
scramble out of the way. When you do, 
he'll fall over and leave his underbelly 
exposed. Run up to his body and 
attack the white “X” on his stomach. 

After taking a bit of abuse, he’ll start 
running through portals. Random 
portals will open all over the room, 
glowing red and then fading out. Once 
this happens, continually turn to find 
as many of the portals as you can at 
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once. The instant you see a portal turn 
blue and then purple, draw your bow 
and face the portal, because that’s the 
one Ganon is coming out of. 

Knock him over and beat him up a 
few more times, and he'll pitch a fit and 
begin falling out of the air. His head 
will be invulnerable now, so Midna 
gives you a little hint. Switch to your 
wolf form. Remember tossing goats 
around at the beginning of the game? 
Face Ganon as he bears down on you, 
and right before you two collide, press 
and hold down A to toss him aside and 
then attack his stomach. After several 
hits, the battle seems to be over. 

HYRULE CASTLE BOSS 3 - 
GANONDORF (HORSEBACK) 

Now Midna is no longer in the battle, 
and Ganondorf is in front of you and 
Zelda on horseback. Ganondorf will 
ride around and summon mounted 
skeletal warriors to take you on. Chase 
him down and Z target him. Zelda will 
draw a light arrow on her bow. Get 
close with Epona, and Zelda will shoot 
a arrow at Ganondorf. If she hits, he’ll 
start to glow - this is your opportunity 
to hit him with your sword. Do this 
several times to take him down. 

FINAL BOSS - GANONDORF 

This is Ganondorf’s last form. He’s 
wielding a huge, bright blade this time. 
This form might give you a little bit of 
trouble, because unlike the previous 
bosses, there’s no trick to beating him, 
just fine swordplay. 

Don’t bother using Draw, Shield 
Attack or Helm Splitter on Ganondorf, 
because if you get too close, he’ll 


just kick you away. Don’t make 
unnecessary movements either. He’s 
faster than he looks, and if you do a 
jump attack, he'll hit you in the time 
that it takes for you to stand back up. 

Sometimes Back Slice will work 
nicely, and if you can hit Ganondorf 
once or twice, you may even get a 
spin attack in. However, he’ll counter 
and parry almost all of your moves, so 
our best advice for this battle is to put 
up your shield, wait for him to make 
a move, and attack in the opening he 
leaves. 

After getting several good, solid 
attacks in, use your finishing move on 
Ganondorf, and enjoy the ending. 
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Minigames 

GOAT HERDING 

The object of the game is to get the 
goats to run inside of the gate. They 
run from Epona, so charge around 
them from behind and chase them 
toward the open doors. Once you have 
them running in a straight line, press A 
to hurry them along. 

FISHING 

Cast the line into the water by 
pressing B and dropping the remote so 
that the line falls into the water. After 
a fish snags the line, it will sink into 
the water. Pull the remote up and hold 
it vertically. Link will keep pulling and 
pulling, and will eventually pull the fish 
out of the water. 



SUMO WRESTLING 

Press left and right to move. Press A 
to grab your opponent, and hold left or 
right on the analog stick while pressing 
A to slide into your opponent from 
different directions. Pressing down 
and A right as your opponent attacks 
will cause Link to duck, giving him a 
free shot. To win, you must push your 
opponent out of the ring. 

PARROT’S FLYING 
CHALLENGE 

When you remove the twilight from 
Lake Hylia and complete the Water 
Temple, the reeds that used to call the 
shadow bird will instead call a parrot 
who will transport you through the long 
cave. The idea is to collect as much 
fruit as possible, and to collect as 
much of the same type of fruit as you 
can in a row. 

There are three different types of 
fruit on the course, and every time 
you pick up another of the same type 
of fruit in a row, the number of points 
you get is doubled. Collect as many 
strawberries as possible successively, 
because those provide the large 
majority of the points needed to win 
the game. Get 10,000 points to win a 
heart piece. 


THE CUCCO’S FLIGHT 

When the twilight disappears to 
Lake Hylia and you have access to the 
cannon in the middle of the lake, fire 
yourself up to the house in the cliffs. 
Pay the guy at the door 20 rupees to 
jump off. There are giant rupees in the 
sky if you need some cash, but there’s 
something better for you instead. 

There is a set of platforms near 
the cannon house that looks like 
stairs rising out of the water. On each 
platform is a treasure chest. The idea 
is to drop off of your cucco onto one of 
these platforms. The highest platform 
holds an orange rupee, and the 
second platform down holds a piece 
of heart. 

FISHING SHOP 

At the “Fishing Hole” is a board 
game with successive levels. After 
clearing out the twilight at Lake Hylia 
you can enter. The details of this 
minigame are explained clearly when 
you play it. There are successive 
levels that must be completed to win 
the entire game. After beating every 
level of difficulty, you are awarded the 
Frog Lure. 


STARS MINIGAME 

At Hyrule Castle Town, on the right 
side of the map, you’ll find a tent with 
a man inside standing next to a cage. 
After a rather eccentric introduction, 
you’ll be introduced to a game where 
you collect a bunch of floating orbs. 

There are two stages to this 
minigame. Upon entering the cage, 
use the clawshot to hook to the cage 
and collect the orbs while flying from 
platform to platform. Collecting the 
orbs using a “star” pattern with the 
clawshot will allow Link to finish the 
minigame at least 15 seconds early. 

Come back for round two after 
getting the double clawshot. This 
second version is slightly more 
challenging than the first, but still a 
piece of cake. 

Beating the minigame for the first 
time awards you a quiver that holds 60 
arrows. Completing the minigame for 
the second time awards you a quiver 
that holds 100 arrows. 


BEATING MINI-GAMES CAN HELP YOU 
IN YOUR ADVENTURE: YOU CAN WIN 
MONEY, HEART PIECES, AND ITEMS 
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Secrets 


ITEM UPGRADES 

Additional bomb bags : The second 
bomb bag is found by helping Iza 
unblock the river in the Lanayru 
Province. The third bomb bag is found 
in the throne room of Zora’s domain. 
Bomb the rock underwater by the 
throne. 

Double the capacity of bomb bags: 

Score 25 points on Iza’s Rapid Ride. 

Wallet Upgrades: Give Agitha a 
golden bug to get the 600 rupee 
wallet. To receive the 1000 rupee 
wallet, you must find and give her all 
24 golden bugs. 

Quiver Upgrades: The STAR mini 
game in Hyrule Castle Town has both 
of the quiver upgrades. 

Magic Armor: Head to Malo Mart 
and inside there’s a Goron accepting 
donations to rebuild the bridge outside 
the western part of Hyrule Castle. It 
takes 1000 rupees to complete the 
repairs. Once the repairs are done, 
walk outside of Malo Mart and talk 
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to the elder Goron. He will give you 
a bunch of hot spring water. Run 
northeast on your minimap to the 
western bridge, avoiding monsters 
the whole way there. Don’t bother to 
stop and fight them, just run. When 
you get to the bridge, toss the spring 
water on top of the Goron. He will be 
“rejuvenated” and open a hot spring 
shop south of the town square in 
Hyrule Castle Town. 

Head back to Malo Mart, go inside 
of the building and donate 200 rupees 
to buy out the shop on the left side of 
the town square. If you go inside of 
the shop, they sell the Magic Armor for 
598 rupees. 

If you don’t complete the “hot spring” 
miniquest, the donation required is 
2000 rupees instead of 200 rupees. 

If you start donating toward the 2000 
rupee collection and then decide to 
undertake this side quest, you will lose 
all of the money that you’ve donated 
thus far, and still have to give the 
Gorons a full 200 rupees. 

RESTORING THE GREAT 
ELDIN BRIDGE 


desert. On the southeastern side of 
the map is a cliff that you can climb. If 
you get up into those rocks, there are 
a bunch of shadow monsters that can 
be killed to make a warp point. More 
importantly, next to that warp point is 
the massive stone bridge sticking out 
of the sand. Use Midna to warp the 
bridge back to the warp point above 
the Eldin Bridge to restore it. 

KAKARIKO VILLAGE/LAKE 
HYLIA WARP 

In the Zora Graveyard there’s a 
small pond that contains a bombable 
rock wall. Using a water bomb, you 
can open a portal that instantly 
teleports you to Lake Hylia. 

FINISHING STANCE 

After clearing out a large number 
of enemies either by doing a jump 
or spin attack, or by using one of 
the sword techniques taught to you 
by the skeleton warrior, immediately 
sheath your sword and Link will do the 
finishing stance he takes after beating 
end bosses. 


You can have the Eldin Bridge 
restored when you get to the Gerudo 


CONTROLLING A CUCCO 

Remember the old Zelda games 
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where attacking a cucco would send 
flocks of them after you? Repeatedly 
attacking a cucco now gives you 
momentary control over the fowl! To 
revert back into your human form, walk 
into any object. 

THROWING GOATS! 

If you ever find yourself frustrated 
in Ordon Village for one reason or 
another, why not head to Ordon 
Ranch? Approach goats and press A 
at the right time to toss them over and 
annoy the heck out of them. 

FORTUNE TELLING 

The fortune teller resides in Hyrule 
Castle Town. If you do pay for her 
services, you can ask her one of two 
questions: 

Career - She gives you hidden 
messages that are backward. 

Love - She will show you a vision 
of some area in or around Hyrule at 
random and tell you to “do something." 
The locations she is conjuring up are 
places where heart pieces reside. 

UNLIMITED RUPEES 

Find and kill all 60 of the Poe ghosts 
hiding throughout the game, and return 
to Jovani. He will fill your rupee bag to 
its maximum limit upon every visit! 

CAVE OF ORDEALS 

This cave mimics the hundred 
floor dungeon from Windwaker, but 
considering this dungeon is 

only half the size and you get 
a break every tenth floor, it isn’t 
nearly as much of a time-buster. The 
entrance is in the Gerudo Desert 
underneath the Great Eldin Bridge. 

There are 45 floors with monsters 
on them, and each set of ten floors is 
more difficult than the last. The last 
room on the 49th floor features three 
iron knuckles at once, so it of course 
goes out with a bang. 

Here are some hints that can help 
you get to the end of the dungeon: 

There is an easy way to kill the 
redead knights. Get up close to them 
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and throw your Ball and Chain. You'll 
hit them twice - once when the ball is 
going through them, and again when 
you pull it back toward you. On the 
pullback, they’ll die. 

Make sure you have all four bottles, 
each filled with some life-recovering 
item. Have one bottle filled with a fairy, 
and the other three filled with either 
blue potions, great fairy tears, or silver 
Chu jelly. 

Have all three bomb bags, all filled 
completely up with regular bombs. 
Having “special” bombs limits the 
maximum number of bombs that you 
can carry. 

Have at least the first quiver 
upgrade from the STAR minigame. 
Also remember that you can pick up 
arrows that enemies shoot at you. 
(Block their arrows with your shield, 
and pick them up when they fall on the 
ground.) 

Avoid being careless at the 
beginning of the dungeon. Being fancy 
and wasting hearts in the beginning 
just limits the number of hearts you’ll 
have at the end of the dungeon. 

Even though the first 10-20 floors are 
repetitive and fairly easy, fight smart 
and try not to lose any hearts. 


Have all of your sword skills learned 
from the skeleton warrior. Skills like 
Great Spin, Mortal Draw, Back Slice 
and Helm Splitter will all be crucial for 
fighting large numbers of enemies and 
monsters with shields. 

Hearts are buried underneath the 
ground in certain rooms. 

Have the Magic Armor in your 
inventory along with at least the 600 
rupee bag, completely maxed out. 

Save this armor for the very end of the 
cave. 

Make sure you have the Hawkeye 
as an item, it can be very useful for 
picking off pesky enemies before 
dropping into the next room. 

All of the great fairy locations are 
points where you can warp out of the 
dungeon. However, you have to start 
all the way back at the beginning of the 
cave if you leave. 

If you want to finish the cave, you 
need to have the item found in the Sky 
Palace. Otherwise, you cannot get 
past the fourth great fairy. 


IF YOU WANT TO FINISH THE CAVE OF 
ORDEALS, YOU NEED TO HAVE THE ITEM 
FOUND IN THE SKY PALACE. WITHOUT IT, 
YOU’LL NEVER PASS THE FOURTH FAIRY 
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